Sorry, no computers 



but I can sell you a hard disk drive 


Luckily there are still some folks supporting 
your Atari so don’t give up 
Page 6 supports your Atari with the world’s 
oldest cuid best dedicated magazine... 
as well as the world’s best PD library .... 
as well as providing commercial software... 

Don’t be like the guy above 
return the favour 

Keep supporting Page 6 



Issue 77 - July/August 1996 £2.50 


FOR THE ATARI CLASSIC 



O SOFTWARE ISSUE 


Reviews of half a dozen 
recent software releases 

I MACHINE CODE GRAPHICS 

It ain’t easy but we show you 
how it can be done 


00 * 


O HIGH SCORE TABLE 

Add the professional touch 


THE TIPSTER 


brings you incredible 
maps of MERCENARY! 



PHIS... TURBO r/PS.„ TEXTPRO (MACROS CHARACTER SET REDEFINER ...AND (SUCH MORE! 
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Thanks 


Lea Ellingham puts it all together and Alls 
up the gaps but the real thanks goes to the 
following who made this Issue possible 

Sandy Ellingham who takes care of all the 
office work, advertising and mail order 

For thetr regular contributions 

John S Davison Alton J, Palmer 

Paul fifacan Stuart Murray 

Ann O'Driscoll 

For their contributions t his issue 


Ralph Espino 
Avram Dumitrescu 
Daniel Bauer-stock 
John Fuskett 
Peter Foote 


Bill Haisall 
Andy Guillaume 
Roald Sund 
Prank Walters 
H S Wood 


A1 “OLOGJES 


1 am still extremely poor In acknowledging 
contributions so I apologise to everyone 
who has sent In stun and thought it has 
gone through the wormhole. The Intention 
to reply to everyone is there but the time 
seems to drift hv- If you have not heard, 
thank you and keep watching the mag, you 
might fee surprised. 

HOW IT’S DONE 


PAGE © show* Just what you can do with your Atari- 
NEW ATARI USER 


itn your A tar 

has always been created entirely with 
Atari equipment, initially cm the XL but more lately with 
a Mega ST and other *tw(T. who needs PC's or Macs* 
Hardware includes a Mega STT2 (upgraded to 4Mbk 
SM125 Monitor, Supra 30Mb Hard Disk, a HP LaserJet 
HI, Citizen 124D printer, Philips CM8633 monitor, 

13QXE, a couple of 1050 disk drives, 850 interfere, NEC 
8023 printer. Principal software used Is Protest and 
Fleet Street Publisher 3.0. Other software Includes Ken 
mit. TarfTaJk, Turbo Basic and various custom written 
programs on the XL/XE, Articles submitted on XI./XE 
disks are transfe rred across to the ST vta TARfTALK 
Programs are coded on the XE and printed out directly 
for pasting in after the typesetting Is completed Alii 
major editing is done with Protest and pagrs sue laid out 
with Fleet Strwt Publisher. Each page ts output dlrectty 
from Fleet Streei to a HP Lascijet III which produces 
finished pages exactly as you see them All that Vs left Is 
to drop in the listings and photos 
Well, it 4 * not quite as easy as that but you get the idea! 


Inspiration 


It's Kathy Matter once again, oil th# ^ 
through this issue although The Incredible 
String Band did get one listen. Those that j 
ldolcM like to hate had on the platter i^re j y eii 
Young tuho looks to hetoe another gocnj one 
just out and xl/ark Knopjter whose solo effort l 
listened to in Wooluwrths and if sounded 
r<tf her good Early on l thought the music had 
had it for good as the CD Just sort of died, foul 
like Neuu Atari EJser ft J s made ctf sterner stitff 
and came back to life a few days later 


CONTRIBUTIONS 

Without amfHhurioru/mm its readers, 
NEW ATARI USER ibbuld not be possible. 
PAGE 0 welcomes and encourages its read 
ers to submit, articles, programs and re 
views for publication. Program* must be 
submitted on disk or cassette, articles 
should wherever possible be submitted as 
text JUes on disk. We seek to encourage 
gour participation and do not haw strict 
rules for submissions. If something in¬ 
terests you, write a program or article and 
submit if! 

COPYRIGHT 

All original articles, programs and other material In 
NEW ATARI USER remain the copyright of the au¬ 
thor as credited. All uncreditcd material la copyright 
RAGE 6. Permission must be sought by anyone 
wishing to republish any material- Whilst wr take 
whatever steps we can to ensure the accuracy ol 
articles and programs and the contents ol advertise 
meats, PAGE 6 cannot be held liable for any errors 
or claims made by advertisers. 


ATARI |TMJ i« » reflietered trademark ef 
iiknneH ebould be ao noted NEW ATARI USEH » or 

independent publication andh*ai» Carmack on ■ 

wrtfh any other company ®r pdbtl*h*f- 



Editorial address: 9.0. 0ox 54, Stafford, ST161 DR, ENGLAND Tel. 017S5 241 153 
Editor Si Publisher: Les Ellingham • Advertising; Sandy Ellingham 
Page layout by PAGE 6 - Printed by Dolphin Press, Fite, Scotland 01592 771652 
MEW ATARI USER Is published bi-monthly on the Iasi Thursday of the mnr * n f* rior t0 covef — 
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I t was great this time to receive not one. but three, quality programs that we can 
use for the Disk Bonus so thanks to Bill Halsall, Robert dc Letter and Graeme 
Fenwick who will tide us over for the next few issues. We do have a number of 
articles in reserve but h as always, rely entirely on you to keep the ideas and 
articles corning- Even If you have submitted things in the past, keep up the 
momentum and let us have a new article or program for the coming issues. 

I n die Mailbag column Brad Rogers puts forward the idea that the mag be put on 
a quarterly basis because we have been a bit late with recent issues. The reasons 
for the delays have been touched on In previous issues and. overall, T think that 
we are doing quite well to keep the mag going given all the pressures and 
difficulties of making a living in Mr Major’s 'most successful European economy'. 
One of the advantages of a bimonthly schedule if that it keeps the impetus going 
to keep producing regular issues and even if wc fall behind from Lime to time it's 
generally not disastrous. If we officially go to a quarterly basis the temptation 
might be there to slip behind on that schedule as well because we all know that 
no matter how much time there is to do something, it is always done at the last 
minute! With a bimonthly schedule you will get at least five copies in a twelve 
month period and that is better than four, or even three] Talking of the last 
minute, you will find that several regular columns are missing from this issue 
because I waited until the last minute but they didn't arrive. We had a sudden 
deadline forced upon us by the printers announcing their annual holiday enclo¬ 
sure and we had to get the mag to them by a certain date or wait an extra three 
weeks for it to be printed. I know that the columns were peistcd to us lor the 
deadline but you still cannot rely on Royal Mail, even though they put their 
prices up In a few days time. Whereas we would normally hold on for a day or so 
to allow the post to arrive I thought it more important this time to make sum that 
the mag was printed without the three weeks delay. See. I do tiy to get it out on 
time! 

The thing to do is to stick with us, understand that there may be delays once in 
a while and appreciate that you still have a magazine that supports the Atari 
Classic. We have had many letters and comments of support and they are all 
gratefully received. 

Lis Ldingham 



T his short program modifies your 

copy of DOS 2,5 so as to allow you 
to easily return to TURBO BASIC 
after entering DOS without re-booting. 

To use it, first boot up with TURBO 
BASIC, type in the program and save a 
copy before running it- Then run the prog¬ 
ram and, when prompted to do so, insert a 
disk containing the copy of DOS 2.5 that 
you want to modify and press RETURN, 
After a short wait you will then be trans¬ 
ported to DOS. Once in DOS. select the L 
option (LOAD FILE) and enter the filename 
ENlfDOS. Your version of DOS should now 
be modified. This can be confirmed by 
pressing RETURN, Hie B. (RUN CAR¬ 
TRIDGE] line should now read RUN 
TUld^O BASIC. Finally you must save the 
modified version to disk. This is done by 
using the H option [WRITE DOS FILES] 
from the DOS menu. 

Now whenever you are in DOS and want 
to return to TUHBO BASIC all you need do 
is press B and RETURN* and there you 
have it There are two things to watch out 
for though, firstly tills new version of DOS 
can only be used to return to TURBO 
BASIC and NOT to ATARI BASIC or any 
other language so you should only modify 
the DOS's on your TURBO BASIC disks. 
And secondly you need to have the MEM- 
SAV file on the disk at all times, if you use 
any commands that invalidate MEM.SAV. 
i.e. DUPLICATE FILE, then you will not be 
able to return to TURBO BASIC. # 


Ralph Espino solves one 
of the real bugbears for 
Turbo users - how to get 
back to Turbo once 
you've called DOS 

It I REM tittttttllNI I Itttttt iHttm 11 HD Nl 18 

01 2 REM # DOS EMHWCER FDR TURBO t 


NT 3 REM t by I 
FI 4 REM t Ralph Espino t 
XR 5 REM R---II 


YU i REM f NEW ATARI USER - JULY 9i i 

IR 7 REM IMilimilttRMIIIMIIIIHIIillil 

W 9 REN 

U1 It ? * t ESC,CLEAR]INSERT DISK AND PRESS 
RETURN *;GET K:? :? ;? 'PLEASE 1*417. 

I 

ZX 28 CLOSE sOPEN «C2,8 f ^I f “D:ENHDOS 1 :FOR 
INK! TO 8hREAD AsPUT JK2,A:NEXT Q:CL 
OSE 

E2 38 OPEN IK2, 

0192,5625:CLOSE :DCS 

EE 48 DATA 255,255,8*128,68,128,169,240,1 
41,91,39,169,234,141, 119,39,141,128,3? 
,169,76,141,29,25,169,128,341 
07 51 DATA 38,25,169,32,141,31,25,169,54, 
133,284,169,129,133,215,168,J4,169,119 
,133,286,169,31,133,287,177,284 
BR 68 DATA 145,286,136,286,249,96,82,85,7 
8,32,84,85,82,66,79,32,66,65,83,73,67, 
224,2,225,2,8,128 


Underline = INVERSE CHARACTERS - [ ] = CONTROL + 
CHARACTER -< > = INVERSE CONTROL + CHARACTER 
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Mailbag 




Oh, no! 

Not again! 

JJ you are looking for¬ 
ward to AfJari Palmer’s 
Mailbag this issue then 
sorry/ Once again it 
didn't quite leorfc out as 
by the time u?e got 
enough letters for the 
column it u?as too iate 
to send them on. You 
are stuck with me again 
this issue. Please try to 
write a$ soon as you 
can after you have read 
this column so that u'e 
ca n try and get Allan 
back on board. 

Les Ellingham 


MACHINE CODE 
GRAPHICS 

it is great when problems 
posed in one issue are' 
artsieered by the ne^rt and we 
must thank Dauid Saryeant 
Jrom Grantham for his help in 
soiLJkw} a problem posed last 
issue* Datiid writes: "In the 
last issue there Is a letter 
from James Mathrfck asking 
how to change graphics mode 
in machine code which I 
would like to answer* 

You say that yon have play¬ 
ed around with location 623. 
Maybe you are looking for a 
simple POKE command that 
Would change the mode for 
you, but as far as J now this 
can't be done. In BASIC you 
print to a graphics screen 
using the PRINT #6 com¬ 
mand and this should give 
you an idea of how to solve 
your problem. You set up an 
Input/Output Control Block 
In the same way as BASIC 
does when you use a 
graphics command such as 
GRAPHICS 3. IOCB's have 
been covered in past issues 
of NAU, so i will not go into 
any detail here. They are 
usually used to interface with 
disk drives* printers or the 
keyboard, but one can also 
be assigned to the screen. 

This Is how I would write a 
routine which could be called 
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from BASIC with the U$R 
command. 

ORG 1536 

GRAPHS PLA ; N umber of values 

LDX*1S ; Load X with otf&et 
to IOCB II 

LDA13 ; Store Open oorry 

mand in ICOOM 
S r A 634 ,X ; Store low and high 
bytes 

LDA #32 ;of DEVICE address 
STA 636.X, in ICBAUH 
LDA#$ 

STA &37.X 

LDA #24 ■ Store screen type a 
ICAX1 

STA 842.X 

LDA #3 ; Store graphics mode 

in ICAX2 

STA 843.X 

JSR 58454; Jump to Central 

Input'Cii/lput Vsdor 
RTS ; Reium to BASIC 
DEVICE DB 83.5S ; ASCII of screen 
deviceS: 

The machine produced is 
104,162,16,169.3.157,66*3, 
169.32,167*68.3,169,6,157, 
69.3,169,24* 157,74.3,169,3. 

157,76,3,32.86.226*96.83.58 

I have checked this routine 
to make sure it was correct 
before sending it to you and 
hope it works alright If you 
print it in the next issue of 
NAU. I hope it will be helpful 
to James in his program¬ 
ming." ,j 

T Again many thanks, 

We are more than happy 
publish you letter which w 



no doubt help others besides 
James, This is Luhnt Maiibotjr 
is oil about. 


XIO HINT 

A little hint herefrom Peter 
Foote irt Yeouit tahfch you 
might find useful "A quick 
hint, maybe a tip, regarding 
the use of BASIC graphics 
statements. A problem 1 re¬ 
cently Iiad with the XIO com¬ 
mand was that: 

XIO 18, #6,0,073:" 
followed by 
LOCATE X,Y,C 
created Error 1.31 - IOCB 
Write Only. 

To correct this use the 
command: 

XIO IS, #6,4,0 P "S:" 

* Many thanks. Anyone else 
got any Itandy little tips like 
this? 

MULTIPLE 

QUERIES 

When sending in his renewal 
David Bennett from Coventry 
raised a number of queries 
^t'hich are of general interest 
so I thought that we would 
put hts letter in Mat! bag and 
maybe provide answers to 
some of the things other 1 read¬ 
ers haue been ncondering 


about, There are quite a few 
questions so let's tackle them 
tn order, Dauid starts by 
asking 1 "You show a tele¬ 
phone number - is this man¬ 
ned 24 hours or are there 
specific times when someone 
(s there to answer queries, as 
opposed to an answering 
machine? 1 ' 

T Well, the phone Is not exact¬ 
ly manned 24 hours a day, I 
do like to get some sleep 
sometimes! Wi? no longer use 
the arts rue ring machine, ex¬ 
cept on rare occasions, so if 
you ring you mill either get an 
fuisuer or knom me? are out, 

Tfte phone is really for routine 
enquiries and orders and is 
nat intended to be a help line 
for problems although / am 
happy to }\elp out if 1 can. All 
that 1 ask ts that anyone 
phoning does so at a sensible 
time* 1 got rather fed up some 
years ago lohen people u»uicf 
phone at 1 1 pm on a Sunday 
expecting us to help them ouL 
The next question is ’ Are 
there any PAGE 6 binders 
still available? 1 took the ori¬ 
ginal Atari User magazines 
since the first issue and New 
Atari User since the original 
Atari User ceased, I have also 
taken other magazines on a 
less regular basis and have 
been gcLting ST Format for 
some time as it now seems to 
be the main magazine for the 
ST. My problem is that the 
ST User binders, like the old 

Page 6 r s A Jew Atari User 


Atari User binders, have wire 
rods to hold the magazines in 
place and take up about 
twice the width needed for 
the magazines. The PAGE 6/ 
New A Lari User binders had 
e las tie to hold the magazines 
in place which made them 
slimmer, much better for my 
shelves. Naturally neither 
Lype shows a manufacturer 
and I cannot find any local 
stockists for this type of 
binder" 

1 l hone atiuays hated the 
‘ujire rod' binders as they are 
bulky and the nxxgazines 
tend to be a bit floppy. Other 
companies use them 11tough 
because they are cheaper 
than the type lae used to use , 
Our binders were specfically 
designed for us to hold a 
dozen Issues exactly of the 
mayazirre and mere quite 
nsaL The problem axis that 
they mere expensive and the 
last batch we ordered meant 
that we were selling them 
almost at cost by the time the 
postage was taken into 
account* Add to that a mirth 
mum order of about 400 bin¬ 
ders and you can understand 
why we decided to discon¬ 
tinue the m, 77tis is also the 
reason why no binders arc 
atxiilafaEe for the neur smaller 
size magazine, it simply 
LLwuidnT be cost effective for 
us to have them designed and 
made. They Would have to 
sell at around £6/7 and there 
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would be too few readers 
wanting them at that price* 
Some gears ago there was a 
company that, supplied 'otte 
off binders with tbf tuira?/uf- 
ings which came wilh a set of 
transfer letters so that you. 
could acid your own title but i 
have not seen these adoer- 
tisedfor many years. Does 
anyone know if these are still 
available ? 

The nejtl query concerns the 
PD catalogues "Can you 
please confirm the latest 
issues of the Catalogues? 1 
have a loose - leaf XL/XE cata¬ 
logue dated 08/95, various 
update pages and a 1993 
XL/XE catalogue which is 
presumably ouL of date and 
should be scrapped. The ST 
catalogue I have is dated 
1&92 - is this the latest or 
can 1 please have the latest 
issue? 

? The old style stapled XL/ 
XE catalogue is out of date 
and was replaced in J 995 by 
a new style loose-leaf cata¬ 
logue which we intended to 
keep up to date by regularly 
Lssuiny new popes. TTifs idea 
was fine but we never quite 
UK>rked out how to ensure 
that readers who purchased 
the catalogue got the updated 
pages . We should have kept a 
database of purchasers but 
keptjoryetdriy. In theory u*e 
could send out updated pages 
rtOtU but euerything changed 
with the /amaus liartl disk 
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crash which effected the last 
issue. The new style cata¬ 
logue was one of the things 
that was last and I had to 
recreate it from scratch. Un¬ 
fortunately it turned out to be 
different tn format titan the 
original so that the pages are 
not the sare. Any updated 
pages will have some disks 
ouertappirig, a bit messy but 
not too much of a problem 
The best thing for anyone ta 
do about getting updated 
pages for ihteir XL/XE cata¬ 
logue is to drop its a line, or 
phone, asking for updates 
and telling us the last disks 
(standard and DS) on their 
current pages. We can then 
mail out the new pages. 

As 1 am typing this it occurs 
to me that, we? could enclose 
an update request form' with 
each catalogue which readers 
could mail back euery so often 
for their new pages- Sounds 
like that could work. 

As far as the ST catalogue 
goes , toe no longer print a JuR 
catalogue so hang on to what 
you haw? as it won t be re 
placed. All of the disks are? 
still available and we can 
mail out indiuidital tyodates 
altf lough these are not in a 
form that fit In the catalogue. 
Again simply let us know 
what the last dis fc is in t he 
catalogue you have and we 
will send details of any new 
disks added. 

Nejtt question is slightly hnr- 
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der to answer "All the adverts 
Tor machines, etc. seem to be 
from places that I can't get to 
as t no longer have a ear, 
What Is the best way of 
arranging safe collection or 
delivery?" 

T If you want to be sure of 
someth!rig arriving don't use 
Parcelfoice! The last lot of 
disks we ordered were? sent 
on a 4S hour guaranteed de¬ 
livery with a bar-coded tracer 
system on the parcel. When 
they hadn'l arrived JO days 
later we asked Parcelforce 
what had fiappened only to 
be told that they had no trace 
of the parcel anywhere in 
their system. Royal Mail and 
Parcelforce are certainly the 
cheapest but be prepared/or 
something to be lost sooner or 
later. The only oilier ways are 
by the regular carriers who 
generally are more reliable 
but you have to pay quite a 
lot for the service, is there 
actually a service that is 
100% reliable? 

Techn leal queries now with 
"I have an KOOXL with a 1 027 
printer and an STE with a 
Citizen Swift print. Is it possi¬ 
ble to connect both compu¬ 
ters to a switch and just use 
the Citizen printer. If so 
could you advise me of a SU P 
plier for switch and leads ant 
Is tl. worth doing?" 

t Well you can certainly ^ 

a switch box to connect two 
computers to a stng^ P m 


i don't know o supplier 
offhand but there are a num¬ 
ber of companies that adver¬ 
tise in the PC magazines that 
could probably help. These 
boxes vary in price from 
around £5/6 to up to £50 or 
so/ so it is worth looking 
around. The main problem is 
that you are? going to need an 
interface for your 800XL 
Although the XL works with 
the J 027 r U cannot be connec- 
fed directly to a Centronks 
printer ( such as the Citizen} 
and you need a Centronics in¬ 
terface. You can get one of 
these for around £30 from 
Micro Discount All in ail it is 
likely to cost you around JC50 
to get connected, only you 
know t/ that is a price UJortfi 
paying. 

And lastly - ir A last point, 
mainly with using Share¬ 
ware. Most things l set- and 
would consider paying for 
seem to ask for payment in 
foreign currency which 
makes it expensive. There 
was some talk quite a time 
back of a clearing address In 
the UK that would accept 
payment in UK currency and 
forward payments. Is there 
si ill such an organisation 
arid do you have any infor¬ 
mation about it?" 

* Shareware is a nightmare 
as regards payments. How do 
you know whether the guy 
asking for the donation ts still 
supporting the softwareY How 


do you know that an 'interme¬ 
diary' will pass on the 
money? As far as 1 know no- 
one has come up with a total¬ 
ly satisfactory way of hwid¬ 
ling shareware monies. It is 
probably best to treat the 
matter as a question of con¬ 
science and wilh die know¬ 
ledge that you may never 
know whether your cash has 
arriued. fit's C thing is prob¬ 
ably to decide whether you 
can risk the amount asked for 
and then pop down the bank, 
get some dollars or Deuts¬ 
chmarks, send diem off and 
hope for the best! 


HARD DISKS ETC 

Regtilar correspondent Brad 
Rogers from Southampton 
tackles a number of points 
raised last Issue taking Allan 
Palmer to task for the misin¬ 
formation about hard disk 
drives , when in fact if was me 
(Les) who provided the spur¬ 
ious answer. Here's what 
Brad has to say - "In Issue 76 
in connection with hard disk 
interfaces, you claimed that 
they are preLly much a dead 
duck. This is far from the 
truth in fact. There are cur¬ 
rently three different systems 
available. -Sadly they all ori¬ 
ginate from the USA so aren't 
particularly cheap. 

First the Supra system you 
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mentioned Is still available, 
albeit from a different manu¬ 
facturer- Supra hold the 
rights, Secondly, there’s the 
MIG board- Not only a HD 
interface, but it allows I he 
addition of RAM too. Finally 
there is the Black Box which 
is similar in concept to the 
MIG, Of the three, probably 
the MIO is the most popular 
(it used to be manufactured 
by (CD) with the Black Box 
coming a close second, The 
Supra system Is too limited, 
in thaL ft can't accept addi¬ 
tional drives, whereas the 
other two systems can. 

Sadly. I don't have pricing in¬ 
formation available here at 
I he moment, but it is readily 
available from the Internet. If 
there is sufficient interest, I 
could acquire details for pub¬ 
lication. 

Which leads me, quite nice¬ 
ly, to the second topic, Again, 
you indicated that around 
£ 1000 was required to 'get 
connected 1 . Simply put, this 
isn't trucJ l offer as evidence 
an article in the very same 
magazine (issue 76) by Gor¬ 
don Hooper, in this article he 
explains w-hat's required to 
get your Atari 8-bit on-line. 
Being on the ’net myself, IVe 
seen evidence that it is done, 
There is plenty of Atari Clas¬ 
sic software available, too. 
Talking of software. One of 
the perennial arguments in 
comp, sys,atari 6-hft is 
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whether or not we [Atarians] 
should put copyright mate^ 
rial up on the 'net, since 90% 
of the commercially produced 
material we have is no longer a 
in production. You’ll be 
pleased to hear that any 
attempts at this sort of piracy 
(I use the word advisedly) has 
so far faded to get anywhere. 
Sadly the same cannot be 
said of commercial C64 soft¬ 
ware. Nor, for that mailer. PC 
software. 

Now I have a question about 
the continued late arrival of 
NAU through my letter box, 
Realising Les, Sandy el al 
have to make a living, 
wouldn't it be better to slow 
the rale down? That is, turn 
the magazine into a quarter¬ 
ly, rather than the current 
(supposed)! bimonthly? I have 
little doubt that there's still 
sufficient interest and mate¬ 
rial available to justify the 
bimonthly cover dates, but 
when the schedules arc con¬ 
sistently not met. H makes 
you wonder doesn't it? Please 
don't misunderstand my In¬ 
tentions, I'm trying to make 
life easier for Les, not slag 
him off. Rest assured my 
subscription has been 
renewed, 1 ' 

T This jus t the sort of letter 
we want for Mailbag, Brad. A 
Jew points answered, some 
comments and a Jew thought 
provakitig ideas to midi, over, 
Let s talk about the hard disk 

IQ 


other pastures bui euen if half 
of diem are still going that is 
an as fonts hir^ amount oj 
support Jar a computer that 
has been out of production for 
many years. Interesting to 
note that Atari themse/ues are 
n of listed! 


matterjlrst, / am delighted to 
he proved incorrect in my 
comments, as evidenced also 
by other Letters received on 
this subject. Maybe it's time 
for someone to do a definitive 
article on Just ham Jar the 
8-bit can be expanded and 
where the bi ts can be purch¬ 
ased and at what cost? As 
regards getting connected on 
the Internet I stand by what l 
said. / loasn't talking about 
folk who nead New Atari User 
and other computer maga¬ 
zines mho are 1 into " compu¬ 
ters already but the ordinary 
person who reads newspap¬ 
ers . buys magazines, watch* 
es the TV and maybe dabbles 
LLftth Ceefcix but does not 
already ftaoe acomputer. 

How is he going to get con¬ 
nected'? Simple, he goes into 
his local Dboons , or Escom, or 
maybe PC World and asks Jor 
advice, Of course you can get 
on the Internet sir, me liatse a 
budget system here mhich 
starts at only £1,000’. Itoint 
made? 

The question of commercial 
software being made pub lie 
domain is eery Interesting 
and one whtch I would like a 
lot of feedback on in future 
iMailbag columns, The argu¬ 
ment is long and complex but, 
on the ichole, l tend to feel 
that tile time has come to re¬ 
lease all commercial software 
that is no longer being sold 
into the public domain. A fter 
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all, mhat is going to happen to 
this software. Is someone 
going to release il again in 10 
years time? No chance. It is 
dead as far as commercial 
gain is concerned, so where's 
the problem? As J say, a is too 
complex an argument to coter 
here, but let's haoe some of 
your views next time , 
lastly Brad raises the ques¬ 
tion about New Atari User 
going quarterly and this is 
certainly one Jor discussion 
but i'll tackle that in the Edito 
rial (hopefully !f 


THE INTERNET 

Brad Rogers' letter above 
leads us nicely onto a letter 
received from Joel Goodwin 
mhich mas n't intended/or 
Mailbag but which enclosed 
an astonishing ‘download’ 
from flie Internet. As many 
people heme said, there is 
something for everyone some¬ 
where on the Net and in the 
comp.sys.otarLSbit section is 
a Vendors and Developers 
List of companies and indi- 
eiduals who support the Atari 
Classic. What is absolutely 
amazing is that this list con¬ 
tains details of around 138 
commercial supporters of the 
Atari Classic around the 
world! 

Now many of the people lis¬ 
ted may ha me mooed on to 


BULLETIN BOARDS 

Alexander Klinnor is a new 
reader from Germanif and 
Jumps Straight in LL-ith some 
advice regarding Bulletin 
Boards. "In issue 75 Ray 
T hompson of Leeds asks if 
t here are any ATARI 8-Bit 
Bulletin Board Services 
around. Well, I don't know 
any in the UK but here in 
Germany Is one called 
ABBUC-BBS run by the great 
ATARI BIT BYTER USER 
CLUB In Merten, It can be 
called by the phone number 
+49 (54 39] 32 65 on Monday 
- Triday from 19.00 to 07,00 
and Saturday and Sunday 
from IB,00 to 08.00 (German 
time]. 

The BBS is run by Heiko 
Bomhorst, who's a very well 
known person here. Having 
any problems he surely will 
help you. The computer used 
is an ATARI 800X1. with 
320KB RAM and a hard disk 
connected by the Blank Box. 
Use BOBTERM or any other 
software for connecting (you 


can choose between various 
protocols) and log In as 
GUEST. The bad news is that 
your phone bill will raise to 
heaven If you call for too long 
a Lime and that most of the 
menus are in German, but 
many of the sites (= Bretter) 
are in English, e,g. the news 
from The Netherlands or the 
U,S,A. 

You can call ABBUC via In¬ 
ternet too on http://wwwclp. 
rus. u ni - stu ttgart.d e/~ 
infl 1492/abbuc/ and you 
can e-mail anything at 
023663 9696-1 «t-online.de 

? Many thanks, Alexander, I 
am sure that we mill be hear¬ 
ing more from you in the 
future . 


HARD DISKS AGAIN 

Well, what did J say? The 
eery next tetter comes once 
again from Alexander Klinner 
in Germany iuho has more 
Specific in/brmatton about 
conncclfrig a hard disk to 
your Atari. "Paul Kovacs in 
Darlington asked if it Is pos¬ 
sible to connect a hard-drive 
to the 13GXE. As you said 
this Is possible, but why buy 
an expensive Supra interface. 
Have you ever heard of the 
Black Box? The Black Box is 
a T-formed platine which 
offers 

* RS-232 serial modem port 
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* parallel printer port and 

* a SASI/SCSI hard disk 
portl 

That this extension exists 
and works fine is proved by 
the ABBUC-BBS mentioned 
In my earlier letter. Sadly 1 
don't know whether it Is 
available in the UK but you 
can buy it here in Germany 
for ubouL DM399 (approx, 
£177] as shown in the latest 
catalogue of Ulf Petersen, 
Postfach 11 03. D-24318 
Lutjenburg, Germany, The 
prices are from 1993/4 but 
may not liave changed much. 
Originally the Black Box was 
sold for SI99,95 by CSS 
Computer Software Services, 
P.O, Box 17660, Rochester. 
NY 14617* U.S.A 

I would be very delighted if 
you could spread this infor¬ 
mation among your readers. 
Think of all the disks you 
could save (It is possible to 
boot from HD - until it 
crashes down; think of Leaf). 
The Black Box allows hard 
disks with 20MB to 200MB 
or more to be connected and 
offers, additional features. 


CASSETTE HELP 

Much of the same fnjbrmatton 
about hard disk drives also 
canwjmm Kan Hoffman m 
Spokane, IhS.A.for wu/iteh 
much thanks hut Ron £s main- 









DISK BONUS 



Jy concerned about trying to 
get some TYansdfskec! copies 
of certain cassettes that he 
bought a couple of years ago, 
l am sure that we printed this . 
request quite some time ago 
but got no response, until 
now/ Rr McGrathJ\rom Dublin 
has helped mil u?t£h Universal 
Hero, Feud, /iaunty Hob and 
Henry's House but Ron stflJ 
neieds copies of the following: 
Milk Race, Arkanoid, Storm, 
Heartache, Tiettight World. 
Thunderfox, Little Devil and 
Speed Haiufc. 

Ron has bought all of these 
cassettes from ius and also 
TYansdlsk but cannot get 
Transdisk, to inork on hts U.S, 
system. If anyone can supply 
Transdisked copies of these 
games send them direct to 
Ron Hofjfrum at Boa 10573, 
Spokane, WA 99209, USA. 


JOYSTICKS 

Finally a qiteryfrom James 
Martin from Oklahoma. "'Hits 
is a question concerning 
something that I have been 
wondering about for some 
time now Does anyone know 
if tiie Sega joysticks and 


Joy pads arc compatible with 
the Atari Classic? 

I am looking for a joy pad 
controller for the 8-bit and 
the Sega controllers had the 
nine pin connector just like 
the Atari, however I haven't 
tried it, 1 read somewhere, 
long ago, that the joysticks 
were compatible. Maybe 
someone could do an article 
on controllers available for 
the Atari Classic, 1 ' 

# Well, has anyone chucked 
away their Sega and kept the 
Joypcid for use on a better 
computer? Won't take you 
Jong to drop us a line if you 
haue. 

That's it for Mailbag this 
issue. Only a few letters but 
some uery interesting points 
raised and some thoughts for 
you to write in about left's 
hear from you about the ques¬ 
tion of commercial software 
going public domain or any¬ 
thing at ail to do with the 
Atari Classic or the world at 
large. Allan might be back 
next time if ive can sort out a 
few logistic problems but in 
any event, if your letters are 
in the Mailbag tray for rite 
next issite tltey will get pub¬ 
lished, Write* Now! 


Back issues of 
NEW ATARI USER 
are still available 
from ISSUE 31 
up to ISSUE 76 
except for 
the following 

ISSUES 32 and 35 ■ SOLD OLT 

ISSUE 

DISKS 

All Issue disks 
from ISSUE 14 
ONWARDS are 
still available 

NEW! 

ISSUE DISKS 
1 to 13 

now available! 

Check the Accessory 
shop order form for 
further details 
and prices 


WRITE TO US! 

Air your views on all things Atari or help 
your fellow users with their queries - 
even ask for help yourself if you want. Ji's 
all interesting, if only you write it down, 


MAILBAG 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST 16 1TB 
Page 6's New Atari User 


JURASSIC 

GOLD 

Another great arcade adventure 
from Bill Halsall 

After successfully recovering the treasure in Olde Gold and Indian Gold your 
fortune awaits you once more in the final part of the trilogy. 

Your task is quite straightforward. Rumour has It that there is a lost world, 
somewhere up river, and it is brimming with treasures you can only dream of. 
It is believed that there Is a diamond the size of a boulder and a correspondingly 
large gold nugget. 

All you have to do is collect both treasures and deposit them where you 
started. The down side Is that there are stories of prehistoric monsters roaming 
the land. The good news is that nobody has relumed to say that they have 
actually seen any. The bad news is that nobody has actually returned from the 
river at all! 

Use the joystick to move your player and press the button to pick up or drop 
objects. As before, to kill adversaries you normally walk into them whilst 
carrying the appropriate weapon. However, on this occasion, tilings could be 
easier or harder, but that would be telling. Also, don't throw anything away, 
you never know when It might, come in handy again! If you do happen to get 
run over by a reptile simply press the button to continue. 

If you find yourself In an impossible position and want to start from scratch 
press RESET then load and run the program again. 

Anyway, enough talking. Don your leopard skin and venture forth. At least the 
odds are better than the lottery - just! 

This great program is the BONUS on this issue’s disk. If you are not s disk 
subscriber you can still obtain a copy for £2.95 from NEW ATARI USER, P.0 f SOX 54, 
STAFFORD, ST 16 1TB, Please make cheques payable to PAGE 6 PUBLISHING or 
order by telephone with your Visa or Access card on Q17B5 241153 
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No it’s not Dinky - 
Donk crooning 
once again but 
Avram Dumitrescu 
taking at look at 
some items of soft¬ 
ware that never 
saw the light of 
day or sparked 
briefly then faded 
away 

nee upon a time, way back in 1989 In 
fact, Kirk Ruebottom wrote a fasci¬ 
nating piece on ran: and extremely 
elusive Atari games. Most of the software he 
talked about could only be bought at expen¬ 
sive Import prices from America. 

IVe lakcn Kirk's idea further and looked at 


the eyes of old Atari programmers. Why? Is 
there a point In trying to excite you about 
concepts and embryos instead of complete 
programs? J think there Is, if only to let you 
know what may be hiding in a filing cabinet in 
an unused storeroom, somewhere. 


SHOOTING STARS 

Around 1990 two new Atari real ted com¬ 
panies began their brilliantly bright but 
abruptly short lives. 

Harlequin and Fantasy both became 
known in the news pages of New Atari User 
magazine with snippets of intriguing program 
names and descripUons seen before only on 
the more popular eight and sixteen bit 
machines, Harlequin was headed by Stephen 
Goss and told the Atari work! they were start¬ 
ing to convert a lavish gorge of titles from 
other computer systems. How does Paperboy 
sound? Ghosts 'iT Goblins? 1942? Menace? 

Last Ninja 2? 

Such a prestigious range of software would 
require the very best machine-code program¬ 
mers and. after requesting help, Stephen 
Goss later announced that his plea for an 
army of logic -loving minds had been vc ry suc¬ 
cessful, Everything seemed line up to here - 
incredible enthusiasm had been induced 
amongst programmers and the public, nego¬ 
tiations with big software houses had started 
and the entire Atari community waited for 
something big. Out of all this came Plastron. 


Plastron hod to be a good game to show how 
impressive Harlequin eould be and it was. 
Graphically, it looks very pretty and Mike 
Oldfield would be proud of the music. Wait a 
minute. Didn’t Harlequin claim they were 
going to concert games from other machines? 
Where is the arcade version of Plastron? What 
computer did it come from before? 

Plastron was an original program and so was 
thfeir next release. Zero Wars. If Harlequin 
was to release software in a market where 
other companies feared to sell then It 
obviously was not going to sink thousands of 
pounds into a license for a tester’ game. Plas¬ 
tron was not that original as the idea was 
taken from an ancient Atari game called Moon 
Buggy . While Harlequin did an admirable job 
dressing up the audio and visuals the game- 
play came still wearing velvet flares. Plastron 
quickly became boring because the simple 
gameplay docs not change with each level. 

Nevertheless Plastron was a piece of software 
Harlequin were proud of. So proud, In fact, 
they overestimated demand and produced 
thousands and thousands of copies. And why 
not? Here was an impressive looking game 
from a new company with a veiy shiny future. 

Selling software in the 1990s for an eight bit 
machine is a risky occupation. Trying to make 
lots of profit from software for a machine tliat 
lias a community far too small to make mil¬ 
lions from Is a bad idea. 

Plastron did not sell well enough. 

Harlequin’s next release. Zero Wars, was a 
disappointment compared to their initial 
game. It lacked the wild explosion of colour 
Plastron had and the concept was not realised 
well enough- It was not fun to play. 

After this no more was heard from Harle¬ 
quin. But let’s speculate. Their catalogue of 
software was two programs with average 
gameplay. What would we see from them 
today? Would they become Atari’s equivalent 
of Ocean software? Lots of Ocean eight and 
sixteen bit software was movie and arcade 


machine licenses that looked nice but played 
unimaginatively. Tty. if you dare, Chase HQ, 
Terminator 2 or Total Recall on the Commod¬ 
ore 64. 

Conversions are difficult to do as the original 
movie or arcade machine sets very high stan¬ 
dards. Harlequin may have Introduced a lot of 
turkeys but it’s almost certain that they, just 
like Ocean, may have released some super 
software if only they had survived. 


PURE FANTASY? 

Fantasy were not quite as successful as Har¬ 
lequin, Their proposed bag of goodies con¬ 
tained their own brew of games - Pod 1 and 2, 
Flint the Flea, Electro Fac and 10 Downing 
Street, Screenshots were forwarded Lo New 
Atari User and Les Ellingham commented on 
how they resembled Zeppelin’s best games. 
Curiosity crepL out again but not with the 
same zeal of Harlequin's birth, it khjr crept 
back to wherever it. lurks because Fantasy 
died without releasing an electronic sausage. 
Maybe the company name should have told 
us something? 

COUNTING ON 
MICRO DISCOUNT 

fact’s move onto so me tiling more substantial, 
Derek Fern has. over the years, released some 
astonishing stuff. One project was a midi- 
blaster sound card from Creative Labs. Sound 
cards give Lhe PC computer the ability to play 
music and sound effects very, very well [the 
sound chip ordinary PCs originally have beep 
a bit but not much else] and so he wired a 
soundboard to an Atari 130XE. To advertise 


games that only exist as forgotten sparks in 
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the hardware Derek offered demo tapes of the 
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modified Atari playing a selection of songs. 
Compared to POKEY, Atari’s built in chip, the 
sound is stunning, thou git some tunes on his 
tape resemble supermarket muzak. 

Shadow of the Beast was another big name 
game Harlequin intended to release but never 
did, The programmer, howevej. has com¬ 
pleted a few levels of the game and Derek 
Fern said his company. Mjcrb Discount, may 
push for it to be lint shed and released- The 
game’s selling point was the incredible 
graphics - the Amiga version had thirteen 
layers of paralkx scrolling and adversaries 
Umj large to fit On the screen, 

Even more exciting is the Atari’s Commando 
The game plays like G unlaw - you control a 
soldier moving vertically up the screen blast¬ 
ing the enemy, throwing grenades and so on. 
Atari planned to launch Commando on car¬ 
tridge only. Why? Because one megabyte 
{1024K - most Atari games are 64K in size) of 
sound, graphics and code does not fit on 
floppy disk! 

Before you lice to the West Midlands for 
copies of Commando, I have some bad news. 
Commando is a prototype cartridge - it has 
not been finished- The title screen is ihcrc, 
the character you control is well animated but 
only a few levels exist and any enemies are 
only fuzzy blocks. 1 doubt the game will be 
finished due to Its immense size unless, 
perhaps, it comes out on three floppy disks. 

Do you remember Elektraglide? The racing 
car game with sumptuous graphics by Adam 
Billyard? Les Ellingfiam, editor of Mew ALari 
User, told me recently programmer Joel 
Goodwin contacted Adam on the Internet and 
found out he had some unreleased games. 
They may Come out soon. 

Best Electronics in America bought, from 
Atari, sixty pallets of hardware and software. 

A pallet’s size varies on Its contents but I 
estimate each one is a three to four foot 
square, a few feet high. Imagine what secrets 
are held in Best Electronic’s warehouse. 


Much of the merchandise may be standard 
Atari hardware and software but it's very like¬ 
ly some pallets contain programs only known 
inside the deepest and most secret rooms of 
Atari Corporation. 

SOME ESCAPED 

Finally, haw you ever wondered what prog¬ 
rams exist illegally? 1 have come across lists 
of games never officially released but which 
still somehow escaped into the public, 

I have heard Elite and the Last Ninja 1 exisL 
Indiana Jones may. Superpatman could, Past- 
finder does [1 have played this unrelcased 
game - looks fantastic and is one of the most 
enjoyable Atari games I have experienced]. 

Will any of these programs ever be sold? 
Micro Discount and Page 6 are companies 
most likely to bring them out At the moment 
any new release generates lots of excitement 
so imagine the frenzy if Last Ninja 2 and 
Shadow of the Beast are advertised in the 
next issue of New Atari User. 

A s a follow-up to this article I want to 
investigate Vapourware on the eight 
bits and VCS systems, Computers 
that almost hit the shops but didn’t quite. Do 
you know anything about the 65XEP, the 
800XE. Atari Cosmos, even the 1450XLD? I 
also would like to add any more unrelcased 
games to my small list and look at Harlequin. 
Fantasy and any other interesting Atari com¬ 
pany in more detail. If you have any ionLere- 
sling snippets of information, write and let me 
know. My address is: 

Avram Dumitrescu 
190, Colinmilh 
Pole glass, Dunmurry, 

Belfast, 

Northern Ireland BT17 OAU # 
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HIGH SCORE TABLE 

by Andy Guillaume 


So you want a Disk-based High Score Table for your Turbo Basic programs? Here it is, dispelling 
the myths surrounding ’complicated’ routines in one stroke. 

All of the scores are held in the array Sin) where n is the position in the table, the names being 
held in NM$. Alter a game score, SC, has been found and a name input the profjram just works 
from the bottom of the table upwards comparing SC to S{n) for each entry. If SC is greater or equal 
to the current Stn) score then this score is moved down one entry and the current S(n) set to SC. 
The name is also moved and updated in the NM$ array. There has to be one more entry in the 
table than required so that the last entry has somewhere to be moved to, thus the S array is 
dimensioned to II elements and NM£ to 110 elements (10 characters per name), 

The Load routine retrieves a previously saved table from disk- Take out the REM on line 80 after 
a table has been Saved to make the program Load the table on each run. The Save routine does 
just what it says, storing the table on disk. Take out the REM on line 280 so that the table is saved 
after each new entry, 

Note that the PLAYERS SCORE AND NAME section of the program should be replaced with ... 
vour game!! 


7Q 1 REM 

W 2 REM I HIGH SCORES I 

XG 3 REM # (TURBO BASIC) I 

00 4 REM H by Andy Suit 1 ante # 

M 5 REM i ----— i 

EG d REN I MEW ATARI USER - JUL Pd t 

TU 7 RQ1 Rttttttfllttitftfttittltltfttttt 

m 0 REN 

JY 10 REN SETUP TABLE 

JS 28 DIN NtUlB^SUD^Ue) 

KX 38 FOR tt'/A TO 11 
WO 48 P=(NU8)-9 

QL 58 N*(P f P*P)=",.,../ 

HU £0 S(N)=l!88-(N3(l00) 

KO 71 NEXT N 

GK 38 REN EXEC LTA0LE:REM (C LEAD TABLE 

LL 90 REN SHOW TABLE 

DA m GRAPHICS t 8 

WG 118 FOR Ml TO 10 

YG 120 N<N*l$)-9 

RS 130 POSITION 7 a 5+N;? N 


LR 141 POSITION 18,5+N;? NKP.P*?) 

KQ 150 POSITION 22,5+Ni? SIN) 

IB Hi NEXT N 

LI 170 REN PLAYERS SCORE AND mi 
UP 180 POSITION X0 T IB: INPUT "ENTER SCORE* 
jSC 

AW 198 POSITION 20, IP: INPUT * ENTER mV\ 

m 

SI 288 REN UPDATE TABLE 
m 214 FOR N=I8 TO XI STEP -XI 
YH 228 MHrn-9 
HS 230 IF SC<=S(N) THEN 270 
ON 240 S(N+X1)-S(N) :SCM)-SC 
DL 250 N4 (P+10, P+19) 444 (P, P+9) 

IB 2*50 N*(P,P49)=* 

M4 

IE 274 NEXT N 

WS 280 REN EXEC STABLE :REN « SAME TABL 

l_ 

LZ 290 SOTO m 

continued on page 23 
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SUMMER GAMES 


It seems a long 
time since we had 
some major 
reviews of recently 
released software 
so this batch of 
reviews from 
Daniel Baverstock 
is most welcome 


T here's nothing like trying to achieve 
the all over sun tan. The hour or two 
{whose counting?} seems to creep by, 
Every few minutes you glance to see your skin 
turn even whiter than when you first donned 
your shorts! It’s only when you accept the fact 
that you never tanned anyway* that you dis¬ 
cover the few apparently ineffective hours of 
sun light has turned you Into a human 
Flamingo! 

As ever you pledge you'll never bask under 
the great sun lamp in the sky again. You 
undergo the gradual and some times painful 
reptilian shed of skin, making you an ideal 
candidate for a B- movie monster I Before your 
ordeal is over you find yourself avoiding any 
social interaction until your skin resumes it's 
familiar Persil white’ complexion. In the end 
you have to ask yourself is It worth all the 
time and lotion, (sorry, 1 mean commotion!)? 
Well, I am silting in the sun on this Wednes¬ 
day afternoon* writing this account of what 1 
shall be thinking of in a few hours time. Time, 
I think. for a few T reviews of some new and not 
so new 8-bit games. 

For the last few months I have been mthcr 
inactive in the Atari arena, so the number of 
titles to review has steadily been rising, giving 
me a nice selection to babble on about 1 
recently bought a few titles oft a friend and 
after an extremely long wait, {thanks to Royal 
Mail's usual incompetence I suspect), some 
new titles from Micro Discount. I have BAR 
BARIAN. STARBALL. CRYPTS OF EGYPT 
and TUBE BADDIES in my sights, covering & 
wide range of different gamepiay styles. 


BARBARIAN 


The personally eagerly awaited Barbarian 
was the first to be viewed. Undoubtedly Bar¬ 
barian is derived from the Barbarian 1 and II 
games that appeared on most fi-bit formats, 
(as well as the Amiga), Ln the late 80's. 
Barbarian is a single screen one to two play¬ 
er hack 'em "up. pitting two sword bearing 
Arnold 'Conan' Schwarzenegger look a likes 
against one another in an arena. The game 
views the combat from the side in a 2-D 
perspective like most other beat 'em Taps, 
Mortal Kombal for example, 

You can choose between one or two players 
on die title screen before playing. The title 
screen itself has the Barbarian logo* and the 
credits below, with snakes twisted around 
swords at either side. A suitably appropriate 
and fairly catchy chip music plays. 

The game loads in a few seconds, randomly 
loading one of three possible arenas, giving 
the backdrop locations a little variety. The 
arena uses up under half the lower screen, 
with the title, players' energy levels and a 
sixty second Lime limit displayed above. 

I was very surprised to find the whole 
screen, [tide, arena backdrop and characters), 
were all in one colour scheme. This is a mis¬ 
take since the characters, though disting¬ 
uishable from the background, don't stand 


out like they could. The programmers haven’t 
done the game any justice since the colours 
could have been far more exciting. 

Sound effects are even more disappointing, 
almost non-existent and those used less than 
adequate for the task of the likes of 'clashing’ 
swords, (’tinkle' is a better word to describe 
itl). 

The game is initially played better in two 
player mode. Both players then have a chance 
of getting accustomed to the moves at their 
disposal which include various overhead, 
mid, and lower sword hacks, two blocks, left 
and right ground rolls* a shin kick, crouch, 
jump, and a great finishing move. Your Bar¬ 
barian pivots like a ballerina on his feet, 
wielding his sword over head before behead¬ 
ing his opponent, whose corpse fall to the 
floor as his head spins off the screen! 

Playing against your inactive second player 
gives you even more practice, and while hap¬ 
pily hacking away at him. 1 found out a furth¬ 
er disappointment in the gameplay. The game 
duration Is way too limited! Once you kill 
your opponent in the first round, (remember 
sixty seconds a round), you have another two 
rounds before the game finishes. You are re¬ 
turned to the credits to enter your name. 
That's It! Only three minutes of play! 

The game has some close similarities with 
International Karate, (aka World Karate 
Championships}, which at the same time 
overshadows Barbarian completely. For ex- 
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ample* the characters, If left, face and talk to 
you like those in International Karate, and 
when they win, they throw their sword arm 
up in victory, 

Directly In comparison with International 
Karate. Barbarian's limited three round 
gameplay is the biggest mistake and ultimate¬ 
ly the Achilles heal of the game. Yet it never 
had to be! international Karate uses the disk 
spare to load many screens of colourful back- 
drop locations, while you progress through 
the increasingly difficult levels. This incentive 
of progression and challenge is totally lacking 
in Barbarian. 

Other than to beat the computer opponent 
(almost impossible], beat player two or simply 
to better your score (entered after tire three 
rounds but not saved! there is hardly any 
reason to play the game. Because your com¬ 
puter opponent is so hard to attack, the 
moves at your disposal are almost never used. 
I found myself continually being kicked to the 
ground in my screen comer. Jt completely 
eliminated any feeling of skill or combat as I 
wobbled the joystick in circles to no avail! 

All games of this kind rely on this fundame¬ 
ntal element of gameplay, for without it there 
is no game. 1 suspect the abrupt ending of 
gameplay is because the game was most likely 
made for primarily the cassette market and a 
64 K memory limitation. If this is the case, the 
quality of gameplay should have lakcn prece¬ 
dence over making a game for tape limitations 
only. If however, this was targeted for disk 
drives, this is a needless waste of the 12SK 
available on a disk side! What's the point in 
owning a drive with increased speed and stor¬ 
age specifications over that of dated cassette 
storage if the games never use it? 

Had the game been fully optimised, it would 
have utilised the whole disk side, {and 
perhaps side two as well), would have loaded 
a variety of colourful backdrops, had difficulty 
settings, and sampled sounds- International 
Karate pretty much managed it, so what's the 
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problem? 1 put that question to future soft¬ 
ware developers. 

If their counter argument is on the basis of 
financial investment and incentive. I would 
argue that had this game satisfied all die 
criteria I have mentioned, the resulting game¬ 
play and challenge would prove more popular 
and give a better financial return than mak¬ 
ing a uninspiring and limited game more 
accessible to cassette based users. 

As for a G4K memory limitation, tf the great 
platform adventure Miecze Valdgira II can fit 
It's enormous level size and countless charac¬ 
ters (each with fantastically detailed anima¬ 
tion) into 64K, then surely a detailed one 
screen beat 'em 'up is more than possible? 

[ always think that new releases should be 
an Improvement on old software. Regrettably 
it is not the Case with Barbarian. 

A Welcome attempt at a long needed beat ’em 
up, but despite die great XA price tag, the 
good animation and moves, it's a big let down. 
Recommended for two players only. 


STARBALL 

Starball is an aerial perspective 360 degree 
scrolling arcade puzzler. You control Starball, 
who is deflating constantly as it's air escapes, 
acting near enough as your level timer to keep 
you on your toes. The collection of crystals 
scattered around the place allows you to con¬ 
stantly replenish your air for as long as they 
last, while you set about the task of negotiat¬ 
ing gaps in the floor through which you fall to 
the ground furbelow, and grabbing hands 
that periodically emerge from the ground to 
pull you under. 

The aim is to collect all the crystals scattered 
around and locked away by obtaining green 
and red keys and a few Other items located 
inside the locked chambers. Control of Star- 


ball initially couldn't be any simpler. Push in 
a direction and it moves. Soon, you find out it 
isn't that simple, as your speed and InerUa 
increases and every tiling you hit while mov¬ 
ing causes you to rebound In the opposite 
direction. 

'The precise joystick control you have to liave 
over Starball can prove frustrating. You some* 
times teeter precariously over the edge of 
hwgc gaps in the ground, and may have to 
move slowly despite your decreasing time 
limit 

Hie various chambers containing keys have 
to be opened in the correct sequence. You 
may open a chamber, and therefore waste 
keys, to find you can't collect enough in that 
chamber to open up any of the remaining 
ones due to the number and combination of 
green and red doors locking any one cham¬ 
ber. The starting level's first key Is found in a 
chamber with a constantly opening and clos¬ 
ing door which has to be quickly negotiated or 
Starball is squashed, 

Gameplay is viewed in the top two thirds of 
the screen, the bottom being the status panel 
where score. air level, life status, and the 
number of red and green keys you have is 
shown. 

You have three lives available, the level load¬ 
ing each time y6u run out of air, fall through 
a gap in the floor, or get pulled under by a 
grabbing hand. Each time you die you start 
right back at the beginning, adding to the 
frustration. 

Not having passed the first level, I am only 
currently aware of two Items. A dynamite 
plunger used to blow a space three by three 
square opening up a hole in another cham¬ 
ber. and a hammer, die purpose of which I 
have yeL to discover. Both are found in cham¬ 
bers and are activated by rolling over them 
and In the case of the plunger then getting 
out the way, fast! 

The chip music from the title Screen and 
gameplay is fairly standard but catchy never¬ 


theless. Unfortunately sound effects are few 
and none too Inspiring. The graphics aren't 
bad at all. From the blue Stanfield title screen 
to the in-game visuals, everything is pleasing 
to the eye. 

The Starball itself is small and shaded grey. 
Your level Is suspended way above the 
ground, indicated effectively as the scroll for 
the ground and platform move at different 
speeds, and you can sec the ground below 
through the gaps, The chambers are patter¬ 
ned blocks, while the floor Is stripey. Icons 
and crystals are drawn neatly and the anima¬ 
tion of the hands Is quite a nice touch as they 
reach to grab and pull you under. 

Overall, this game will appeal to those who 
have a talent for precise Joystick control and 
are quick thinkers. The gameplay is challeng¬ 
ing and rewarding, if frustrating at times. As I 
can t even pass the first Jevcl, 1 must assume 
there are many levels to keep you busy. 

I shall no doubt come back to this game now 
and again, for It’s one of those games that 1 
enjoy in small doses. Two much of it when 
you keep starting at the beginning after fall¬ 
ing through a gap in the floor for the tenth 
Lime may cause violent temper tantrums! Not 
speaking from personal experience of course, 
being a gentle and patient man! 

CRYPTS OF 
EGYPT 

Another pixel perfect game, this time a plat¬ 
former, requiring even more precise control 
over yet another tiny sprite! You control a 
smaller version of Zeppelin's Cavemia charac¬ 
ter. You know, the guy with the backpack and 
hat with the life of it's own! 

The title screen Is nicely put together, rather 
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like the small scrolling, inini demos from 
European demo crews. 'Hie in-game graphics 
are very good, almost Identical io the style of 
Cavemta only with Egyptian undertones, 
using lots of shades of yellow. 

1 made sure I had sufficiently played the 
game to the limits of my playing ability before 
reviewing it but actually I have only got to the 
fourth screen’ Like the environment in 
Delmos. the Ciypt Is very lapge and detailed, 
with many traps which I continual^ set off by 
tripping on the switch! Moving spikes and 
flickering fire pits have to be contended with. 
Most have a switch that can be turned on or 
off by throwing a pebble at (Item, which you 
have plenty of in your pockets. Some traps 
can only be turned off temporarily, sometimes 
from another screen, so precision and speed 
are essential 

A large green ghost (sounds more and more 
like Cavcmla), haunts parts of the screen, 
and can be temporarily vanquished with your 
trusty pebbles, though hell reappear a few 
seconds later somewhere else. After exiling 
the screen, the next part of the Crypt is ready 
for you contend with, sometimes with exits in 
all four directions. Exploration of all available 
chambers is essential. It can lead to switches 
Lhat deactivate traps in the previous screen, 
as mentioned earlier. 

Music and sound effects are adequate, but 
they always are with games of this kind. Pity! 
Again, the frustration factor is present, even 
more so since you only have one life. You 
have an energy bar which depletes when In¬ 
jured although small vase like artefacts can 
be collected to replenish your energy levels, 

1 liked this game from the moment of load¬ 
ing, Greatly detailed and colourful graphics, 
well animated sprites, and extremely frustrat¬ 
ing gameplay requiring precise platforming 
control! I found it strangely compelling to 
play. Crypts of Egypt joins Delmos and Cavcr- 
nia among the ranks of my favourite frustrat¬ 
ing platform games. 
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TUBE 

BADDIES 

Tube Baddies is a true arcade game. It is an 
old Atari UK game Lhat never got the release It 
deserved. Programmed by well known prog¬ 
ramming geniuses Ian Macintosh and 
Richard Munns, Richard Gore and Micro Dis¬ 
count obtained the rights to publish it last 
year. 

It has such simple yet addictive gameplay 
and colourful graphics which, combined with 
some excellent chip music, makes for a great¬ 
ly playable arcade game. 

The basic story introduces you to Blp and 
Bop. the handymen of the Tubular under¬ 
world (two characters that look like small 
blobs of gum). They have die Job of fixing all 
the pipes, which have been falling apart from 
neglect and from the unwelcome attention of 
the Tube Baddies, small metal munching cre¬ 
atures that make the holes on the pipework. 
The typical 1960 s Atari arcade puzzler plot 
and characters really! Armed with a stungun 
and a bucket called Barney you have to rid 
the levels of these creatures and fix the plpes. 

The title screen and music Is great, colourful 
and frenzied. Here you can select two players, 
although the game is as equally playable with 
one player The levels themselves are very 
colourful and detailed. The pipework twists 
around the screen and Tube Baddies emerge 
from existing holes to patrol around like 
menacing purple road cones wearing shades 
making holes wherever they go. 

Below. Barney the bucket, who Is cutely 
drawn and well animated rolling his eyes and 
displaying various facial expressions, awaits 
any Tube Baddies who you stun, to be deflec¬ 
ted into the bucket. A counter indicates the 
number successfully ’binned’ in the bucket. 
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while those missing Barney go back Into the 
pipework. 

The more Tube Baddies collected the more 
bucket bonus points you’ll collect every two 
levels. The bucket bonus is timed, so if you 
don’t complete the game before the bonus 
timer runs out. It gets set to zero, and you 
lose all the bonuses collected. Patching up 
pipework is accomplished by pressing fine 
Cover a hole to deposit a cartoon style plaster 
over it, a nice touch. 

After stunning a Tube Baddy, they'll con¬ 
tinually rebound off the sides until you can 
fire them into the bucket. A level is completed 
when you patch up the pipes and eradicate al 
the tube baddies from it. Patching of pipes 
isn’t essential for level completion, but worth 
it while capturing existing tube baddies as it 
stops any additional Ttj.be Baddies from 
emerging into the level 
There are various hazards in contend with. 
Chewing gum and spider’s webs slow you 
down as you pass over them. Walls restrict 
you. but not the Tube Baddies, so you have to 
be careful not to get trapped, especially if they 
are stunned, as they move faster than you. 
Later on, electric cables which emit bolts of 
electricity make things more difficult. Careful 
timing is required here, 

Other items can be picked up. some detrime¬ 
ntal and some beneficial royour health- A 
joystick icon reverses your controls for a few- 
seconds which can be veiy bewildering, while 
a backwards "S icon skips you in the next 
level. You have four lives and any contact 
with Tube Baddies, the hazardous environ¬ 
ment or a dangerous item causes loss of life. 
The overall quality of the game is very high, 
from die rainbow-esque colours and Jingle 
slyle music, to the increasingly challenging 
variety of levels. 

The bucket bonus screens are amusing, 
where tire Tube Baddies are hotly pursued by 
Rip and Bop In their cars over the top of the 
screen. The graphics are really chunky, but 
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so colourful that it doesn’t matter, as are the 
Hi-score input and display screens. 

The whole game has been programmed with 
all gaming aspects cleverly considered. Play¬ 
ing the game is great on your own. and even 
better when you are working both In competi¬ 
tion for points and in co-operation to com¬ 
plete the level. There are plenty of challenging 
levels to keep you engaged in this game for a 
long while. 

In my mind Tube Baddies is the best of this 
particular bunch and comes highly recom¬ 
mended! 

mk 11 the games reviewed are available for 
£4 each from Micro Discount, Barba- 
Jfc rian, Starball and Crypts of Egypt are 
copyright of Poland's MIRAGE software, while 
i’ube I Saddles is copyright of Atari U.K. 

No, onto more pressing matters, my tan! 1 
don’t seem to have even been touched by the 
sun. Not one shade of crimson? Perhaps it 
has something to do with die fact that it has 
been raining for the past hour? 
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The TIPSTER 


Last issue John fHuU as%§dfor som info on 
Mercenary and, lo and behold, if aU 
appeared. Mmg with some clues fyaldSund 
from $tprmray sent in some fabulous maps , 
probably the Best maps we ham ever had, so 
we are holding over the tips promised last 
time to ne?ct time and are devoting this 
issues Tipster to Mercenary - maps, clues 
and info . 



MERCENARY 3? 

Graeme fenwfck up north in Dundee hopes 
he con answer the question about the exist¬ 
ence of Mercenary 3 with this information. He 
says: In response to the MERCENARY question 
last issue l J m slightly confused as to which 
game John Hu IN s talking about when he 
refers to Mercenary 2. Does he mean Damo¬ 
cles or, as I suspect, The Second City? Any¬ 
way to help clarify things, here's a list of ail 
the Mercenary related stuff available as far as 
I know. 

MERCENARY (1) - the original, available 
on the Atari 8-bit amongst others 

THE SECOND CITY - add on dataset for 
Mercenary 1. The Second City has never, to 
my knowledge, been officially referred to as 
'Mercenary 2\ Available on Atari 8-bit and 
others 

DAMOCLES (MERCENARY 2) - i ve 

never ployed this, but as far as I know it's 
16-bit only (ST and Amiga at least). Billed as 
'Mercenary 2' it featured solid objects and □ 
whole solar system 


MERCENARY 



ViEVSCEVWVSX 


T his Issue's major contribution comes 
from Roald Sund In Norway who sup¬ 
plied the maps and this info: I have 


read in New Atari User, issue 76, that John 
Hull wants some info about Mercenary, 
games 1 and 2, 1 am not sure, but I suspect 
that what he refers to as Mercenary 2, really 
is The Second CityT which actually Is not 
Mercenary 2, but more like an addition to 
Mercenary 1, There is a Mercenary 2 game, 
but that is known by the name Damocles. I 
have both Damocles (Mercenary £J and Mer¬ 
cenary III on disks for the Atari ST. I doubt 
tliat any of these games exist for the Atari 
8-bit [XL/XEJ. 

I have completed Mercenary - The Second ^ 


DATA DISKS FOR MERCENARY 2 - don't 
know much about these but, if I remember 
correctly, there were two of them. Presum¬ 
ably same formats as Mercenary 2 

MERCENARY 111 - The final game available 
on ST and Amiga. Nat such a radical differ¬ 
ence this time (as far as I know) but I've got 
this for my Amiga and it was great fun! No 
datasets available as far as 1 know 

So there you have ft As for as i am aware 
oniy Mercenary and The Second City ore 
available for the Atari 8-bit. 



HERCENfKY - THE SECOND CITY 
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City a long time ago and I also made some 
maps. I have not found a use for ail of the 
objects, and the maps are not 100% complete, 
bu t I am sending them in the hope that some 
flues can be found there. 


Still believing that John wants hints for The 
Second City", NOT ’ Damocles”, this is what 1 
found out when playing the game; 

Just like in the original Mercenary game. 


there are two ways [as far as 1 know] to 
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complete it. If you take the antenna to the 
communications room, you will be offered the 
chance to buy a spacecraft The less expen¬ 
sive way is to find the interstellar ship. You 
need to carry the novadrive to be able to take 
off with the ship, and you should also have 
the pass to be able to bring the ship to the 
surface, [Or you could carry the ship in 
another hangar where the elevator does not 
need the pass to work. To rarry the ship you 
need the antigrav, and you will also need the 
right key to get through all the doors.) 

To be able to walk through all locked doors, 
you should pick up one of your own bullets by 
shooting and pressing T while flying at ex¬ 
actly the right speed. This bullet needs to be 
carried together with another object to work 
as a key, but unfortunately 1 do not remem¬ 
ber what object it is. 
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NEXT TIME KEEP 'EM COMING 


As Indicated the Ups promised last time have 
been squeezed out but look out next issue for 

tips on INTERNATIONAL KARATE MIRAX 
FORCE. SPELLBOUND, SPEED HAWK. YOGI 
BEAR AND THE GREED MONSTER, CAVER- 
NIA, OLYMPIC SKIER, STAR RAIDERS H. 
DAVID'S MIDNIGHT MAGIC and PROTEC¬ 
TOR PLUS any that YOU send in In time. 
These tips come courtesy of Jtfhjruel Letem- 
plier, Jason Kendall Don tel lei I and 
Graeme Fenwick and C„ Ayres but don't let 
them grab all the glory, send In some of your 
own. 


Roald Sund’s maps were fabulous this time 
and we have a few tips In stock for next, time 
but don't sit back and get complacent. The 
Tipster is a hungry little puppy and needs 
more tips each time, so do the usual and send 
him something. Pop it In the post to 

THE TIPSTER 
PAGE 6 PUBLISHING 
P.O. BOX 54 
STAFFORD 
ST16 1DR 


reviewed by Paul Rixort 


T he Mirage Software label usually Indi¬ 
cates a graphically advanced game 
and Rockman - a 1995 release from 
the Polish company * is no exception to the 
rule. The boot sequence Is accompanied by an 
incredibly large digital read-nut representing 
the count-down to program launch. This 
pleasant visual touch sets the scene for a 
game that's characterised by brilliant 
graphics and music. To demonstrate the 
point the game includes not one soundtrack, 
but TWO! There’s an option to choose your 
personal preference before the action com¬ 
mences. 

Visual and sonic feats aside, Rockman is a 
fairly ordinary game. It's based on a 'grab the 
goodies and navigate the nasties’ concept 
with the necessary ingredients of platforms, 
doors, keys, bombs, ammo, lives, bonus 
points and intriguing objects of the good, bad 
and sometimes indifferent variety. No doubt 
there's also a complex story to Justify the 
effort, but unfortunately I wasn’t supplied 
with an English translationE 
Each level comprises a single screen, design, 
presenting a unique layout of platforms and 
objects. Rockman. the character, takes the 
form of a humorous green bouncing face. By 
issuing Joystick commands, your Lask is io 
assist Rockman as he leaps onto ledges, 
skims along platforms and hops heroically 
over various unpleasant features. Timing is 
everything, as they say. since contact with 
anything nasty swiftly results in the short but 


accurate message - 'You're Dead - Try 
Again!", 

Despite the irritation factor of ever-present 
lethal objects, the smooth movement of Rock¬ 
man contributes towards a generally user- 
friendly feel. The nasties can be overcome by 
careful avoidance tactics or zapped with a 
blast from your character's stun-gun, The 
ammunition is limited though so it's not wise 
to be trigger-happy. Once you've collected the 
goodies, an exit point to the next level is 
revealed. Status lines at the foot of the screen 
record your remaining lives, ammunition and 
bonus time allowance, together with the cur¬ 
rent score and game level. 

To recap, Rockman is a desirable game. It’s 
reasonably addictive, is hard to criticise on 
playability, and includes the welcome feature 
of a highscore table. These positive attributes 
are further enhanced by the high quality of 
graphical and musical support. Incidentally, 
I’d like to see what the obviously talented 
authors can do with a game involving more 
substance. No doubt the answer lurks among 
the wide range of imports supplied by Micro 
Discount, 


Title: 

ROCKMAN 

Publisher: 

Mirage 

Supplier; 

Micro Discount 

Format; 

Disk 

Price: 

£4.00 
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PROGRAMMING 


CHARACTER SET 

COPIER AND REDEFINER 


A redefined 
character set in the 
Mink of an eye? 
John Foskett shows 
how it can be done 


characters you wish to redefine, the longer 
your program lakes to initialise and so you 
may end up with a compromise by redefining 
just a few characters and making do. 


THERE IS AN ANSWER! 

T here have been many machine code The machine code routine presented here 

routines published over die years first copies the character set into RAM after 

which copy the character set into you have first lowered RAMTGP by at least 

RAM. but they all leave you to redefine the four pages and then It will redefine your 

chosen characters yourself, normally by load- chosen characters up to a maximum of 32 
ing DATA via a loop. Once die character set from data stored in the form of a string. in- 

has been copied into RAM. you first have to stanUy, at machine code speed. This routine 

find the starting address of the group of char- does not require any arithmetic either. it just 

acters that you wish to change which is done requires the internal code of the first charac- 

by finding the INTERNAL code of the first ter of the group you wish to redefine and t he 

character of the group. Tire Internal code is routine will do the rest. You don't even need 
then multiplied by 0 because each character to point CHBAS (location 756) to your new r 
is made up of 8 bytes and this is dien added redefined character set and you don’t even 

to the new RAMTGP value which Itself must need to know the value of RAMTOP iLself. For 

first be multiplied by 256. Apart from the convenience, the routine returns the value of 

necessary arithmetic which Itself can be very RAMTOP to BASIC via the USR commands 

confusing, the main problem Is that the more equating variable. 
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iff it ren KgxmmimnmmHmmi 

XH 21 REN I CHARACTER SET COPIER ttD I 
OR 31 REN I REOEFINER K 

IN 41 REN i A fttCHINE CODE ROUTINE I 
CU 51 REN 4 WITH DEMONSTRATION PROGRAM I 
CB 69 REN I BY JOIN FOSKETT JAN'96 I 

04 71 RBI I---J 

RK 81 REN i FOR NEX ATARI USER 1 

ig 9i ren imiimHimmmKitmm 

01 IBB DIM CHSETKIB) 

VY 118 CHSEW= , M,]({E)K(E)M<E)nO] 
-tEB]<£>LXKE>Nli<<0) HHPy4L4NJPrh hh 
<E)K(EHIF3KEF]KtF]rtE]FUP{j> 
XLtX]ej<E)Ui<E}Nh(E)Mhh(E)01N<Q) 
KHDOmtK EXEHDtlBII.] 1 
00 12B REM 
OS 138 REM 

FU 149 REM flENENSTRATION PROGftW 
UK 158 RT=PEEK(106):POKE 186,RT-4 
IN 168 GRAPHICS B:POKE 16,64;P0KE 53774,6 
4:POKE 752,i:P0K£ 82,2 
YS 178 REN Set-Up CHARI. 256 Bytes Max 
SI 188 DIM CMRSE288) 

QI 190 CHARt= , IESC,UP148x881ESC,BACK SPACE] 
EjHLHlHXlt, 3t,It,][,][,] 

LLFI13341,][,![,] 

(,1( ,][,][ESE,INS£RT](,][,][,][,] 
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I Cl 3411 ESC,INSERT][ESC,INSERT1L43L4 
31 ESC,INSERT!tESC, INSERT]34L0 bI 
IESC, INSERTIIESC, INSERT] 

OP 29B CHARSE 97) =' tXKtESC,BACK SPACE! 

EESC,INSERT]EESC,INSERT][ESC,BACK SPACE] 
{IXJEESC,INSERT][ESC,INSERT1CCCC 
[ESC, INSERT] 1 ESC, INSERT] [, H, ] t, HSH 01 
t ESC,UPJEXHXH,][,][,){.JgBtX] 
EX][X]EXHESC|(IPlC0]tG)[,lt,]E,] 
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E,]t,]gg[CHC][, ][,][, ][,][,] 
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COf)44<YXY)44<Y>- 

OP 211 CHARSE 193)=* UY)34L«)343tt)L43 
EY)L4' 

XH 22B REM Call M/C Routing, 97 is the 
RE 23B REN Internal Code tor lowercase 
GU 2« REN letter V 
KT 258 RANTCP=USR<AOR(CHSETS>,97,A0R(CHAR 
I),LEW CHARS)) 

LT 261 REN Print Screen 
KF 278 POSITION 3,8s? 'cCHAHACTER SET COP 
IER AND REDEFINERd 4f444444444444444 
44444444444444444' 

Z1 288 7 'EESC,TAB] eMRlTTEH BY JOIN FOS 
KFTTd 1 ;? *[E5C|TAB] eeeeeeeeeeeeeeeee 
eeewee' 

TY 298 ? * IN THIS DEMONSTRATION PROGRAM 
, ALL THE LEUERCASE CHARACTERS WJl 
BEEN REDEF1NED AS FGLLEMS.... 1 

UU 388 ? :? 1 i b c d e f a b i iM r» 


r m n wurr » •> TY 298 ? * IN THIS DEMONSTRATION PROGRAM 

. ,™ bL c. mn * n ' ALL TKE LWERMSE CHARACTERS !*WE 

; m “?»* «««-;■ 

",■*“ s "“’ >»»i'* ; Vi .V, 

ll« ™ ™« n uim '™ ^ 1 ■« 

I’lr’ir’itrAr’ISif'i 1 ’ 11 ’ 11 ' 1 01 328 ? ' RERIERKRKRHRICRItRJIR] 
ccr lulcor^ 1 ? m 1 ERItRItRIIRHRltRHRIr'sPOSl 

“f™ ; ] yy y™ 1 ][61,6,[,J TUN IV.W.? 'etRX SBIE EXAHPLES IIRI 

luiLULni\pcViAiXiK)/f(|} J DTi'JJl 1 

lC][0!?IESC,INSERTI£ESC,INSERT]?tO] IM ,,, „ n „ ,. 0flclTlrtJ , ,,,, 

ICI34LEESC,IF4SERTJEE5C,INSERTJL.43L4 W JJS Kf5“ 7-^S 

31 ESC,INSERT1EESC,INSERT]34Lg£l J ■*5?M^tRKRIERliim^ 

trer TNQFiJTTTF^r TNQFDT!'nS B ^ fPCUU !■. qlHILNJtKjfKJIKJr 

' 218 CHARSE 97) =* (XK tESC^EACK SPACE! K 

I ESC, INSERT! tCSC, INSERT] EESC, BACK SPACE! N? * ^ if.. K ., .. miW]r „ ]rM1 
<IX][ESC,IHSERTIEESC,INSSTT1CCCC W ®* JJ“™! Vm 

IESC,INSERT]1ESC,INSERT3E|I1,11 ,HS]I0I '* TD 2 ‘ 8 

IXIWIIXHESC^UPIEOIEBIt if'lM * 348 F0R 1=8 TC 2i? :NE 

IaJLXJIaJCESCjUPI[Q][(][,]{,IE,I ^ j., ■ u [H]IMltM] [ N]IM][N]v' 

continued + 
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USING THE ROUTINE 

The routine Is used via the USR command 
and is configured as follows.,,. 

RAMT0P= USRjj A □ R{ C H SE T$), I NT, AD R(C HA R - 
$},LEN (CHARS)) 

Where,, „ 

CHSET$ is the machine rode routine, 

CHARS is the redefined character data as a 
string, 

I NT is the internal code of the first character 
to be redefined 


LX 371 POKE 82,IMPOSITION 19,12:F0R 1=8 
TO 3:? 'ntRlnERMRln'!? 'InlnliJ'i 
NEXT Is? ‘nlRInERlnlRln’ 

W 388 POKE 82,27:POSITION 27,12:? "iCRI 
ER]jJ mRHRir 

02 398 POSITION 27,13:? 'sINKNHNHNJ 
EN3ENIEN1EN3ENJENH'iFOR 1=8 TO 
3:? ■[BlmmmxWI'JETT I:? ’utMI 
[NlEHlEHiriiHNKNlINIIHUNl 

v* 

02 488 FOR 3=8 TO 2:? ■jKjKjkjKjKjk'iNEXT 

I 

YU 438 POKE 82,8:fOR 1=8 TO 28 STEP 2:P0S 
IT10N 8,1:? •jjrlV]':? “yzEWJ";:«EXT 
IsPOSlTION 8,22:? "lyiyzyi'i? 'yzyzyjy 

AR 428 POSITION 7,22:? ‘ oSTAfTT hRIN ABAIN 
■iPOSlTlON 7,23:? * qSELECTI iSEE 10HERCA 
SE CHARACTERS’; 

FX 438 1=PEEK(53279):IF 1=5 THEN POKE 754 
,224:FBR 1=8 TO 48«:NEXT I:P0KE 754,RA 
NTOPjGOTO 438 

BF 448 ON 304 GOTO 438:P0KE !04,RT;RUN 

Underline=INVERSE CHARACTERS ■ ( ]: CONTROL + 
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RAMTOP is the variable returning the new 
RAMTOP value to BASIC, 

When using the routine within your own 
programs, RAMTOP must first be lowered 
after which a GRAPHICS call is actioned in 
the normal way as follows,... 

100 1=P EE K( 106): POKE 106,1-4 

110 GRAPHICS 0 

120 DIM CHSET${X).CHAR${Y) 

130 CHSET|="... 

140 CHARS-". 

150 RA MTOP=U SR( A D R(CHSE T$), I NT, ADR - 

(CHARS), LE N(CH AR$}} 

HOW THE 
ROUTINE WORKS 

The source code can be divided in two sec¬ 
tions. both of which are described separately 
as follows, 

CHARACTER SET COPIER 

This section is responsible for copying the 
character set from its position in ROM into a 
position In RAM occupying 4 pages in RAM 
above the previously lowered RAMTOP, It is 
Important to note that, in effect, RAMTOP 
{loaded from location 106) and CHBA5 
(loaded from location 756) are the high byle 
values when considering ihem with respect to 
the normal 2 byte addressing, Although Lhe 
low bytes do not actually exist because both 
RAMTOP and CHBAS must begin on a page 
boundary, they must be considered as zero. 
CHRAS and RAMTOP are loaded into the zero 
page locations 204 and 206 respectively and 
the corresponding low byte addresses are 203 
and 205 which arc loaded with zero. Because 
both now have high and low bytes, it can be 
seen that it is a simple matter to copy from 


one to the other via a loop. 

The loop {LOOP 1) copies one page at a time 
(256 bytes) by indirect indexed addressing 
using the Y register alter which the high bytes 
are incremented so that the loop can be repe¬ 
ated to copy the next page, After copying all 4 
pages that is when the X register has been 
decremented to zero, this section of the 
routine is exited and the next section 
actioned- 

CHARACTER REDEFINER 

This section is responsible for redefining the 
chosen characters and reuses the same page 
zero addresses as used before by the previous 
section, loading them with the three para¬ 
meters used in the USR call. Location 203 
and 204 is used to store the internal code of 
the first diameter of the group to be rede¬ 
fined. but note that both locations at this 
stage contain the same value. Location 205 
and 206 are used to store the address of Lhe 
redefining string (CHARS) in the normal 2 
byte lo/hi format and location 207 is used to 
store the length of the siring. 

Because the characters are made up using 8 
bytes each, the internal code loaded into loca¬ 
tion 203 and 204 must be multiplied by 8. 

The multiplication Is achieved by shifting the 
contents of location 203 three positions to the 
left using "ASL 203" and the contents oflota¬ 
tion 204 to the right five positions using "LSR 
204" effectively dividing the contents of this 
location by 32. Since location 204 Is the high 
byte, its contents are effectively multiplied by 
256 and dividing its contents by 32 in effect 
multiplies by 8 (256/32=8), Shifting the con¬ 
tents of both locations in tills way multiplies 
by 8 as if the contents of Location 203 was 
shifted within a 16 bit byte using location 204 
as the corresponding high byte. The next step 
is to add the contents of location 204, the 
high byte of the multiplication to the new 
value of RAMTOP, which Is itself in effect a 
high byte. 


m it ren HmemmmmmxmH 
XY 21 REN X CHARACTER SET COPIER I 

X2 31 REN X m REDEFINER I 

MU REN X MACHINE CODE ROUTINE I 

UR 51 REN l CHARACTER STRING WRITER t 

W 41 m * BY JQtH FOSKETT FE B'H X 

ug 7i ren mHxmixttmmimmxx 

FJ 81 GRAPHICS B:POKE 14,44iPORE 53774,44 
:D]N FKI^jF^DjSTRINS.LST" 

KG POKE 752,1:7 :? ‘CMfitfCTER STRING H 
RITES-f? :? "PRESS START TO BEGIN 1 
CM 111 ON PEEKf53277)04 GOTO UBl? i? "M 
RUING TO DISK - PLEASE WAIT 1 : RE STORE 
jOPEN 11,0,1,F* 

NO HI REM Write HO String 
QI 128 ? l1;MI0CH$CT*=“jCHR*(34>; 

BN 131 READ J:IF J<« THEN Id* 

YZ 14 B ? 11; CHM( J> i: GOTO 131 
0U 151 REN End 

HB 148 ? tt[CHM<34):CL0SE Hi? :? 'FILE 
WRITTEN IN THE UST FOUftT*:? :? *F]LE 
NAME! ’;F4(3)j'lESC,SELL)':END 
E6 170 REN Machine Coda String Pete 
KP 180 DATA 149,9,148,133,203,133,203,133 
,213,142,4,173,244,3,133,384,US,184,3 
33,284,177,213,145,283,288,288,249 
HE 198 DATA 238,204,238,284,212,288,242,1 
84,184,184,133,203,133,284,4,283,4,283 
,4,283,142,5,78,204,282,288,251,145 
HU 288 DATA 284,24,1(1,114,133,204,184,13 
3,284,104,133,215,104,104,133,207,177, 
285,145,283,288,194,287,288,247,145 
PH 218 DATA 104,133,212,141,244,2,94,-1 
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The above calculations allows access to the 
first byte of the first character of the group to 
be redefined. With this address (locations 
203/204J and the address of the redefining 
string [CHARSJ (locations 205/206). it is a 
simple matter to copy from one to the other 
within a loop (LOOPS), The loop will continue 
to copy the redefining string into the selected 
part of the new character set until the value 
stored in location 207 (the length of the rede¬ 
fining string] is met after which the bop is 
exited. 

The last action achieved by the routine is to 
point CHBAS (location 756] to the new char¬ 
acter set (that is RAMTOP) and to reLum the 
value of RAMTOP itself t o BASIC via location 
212 [location 213 being previously zeroed) 
should It be required. 


THE DEMONSTRATION 

The actual machine code routine is the string 
immediately below the REM header and the 
rest of the listing Is the demonstration 
program. 

The demonstration program redefines alt 26 
of the lower case characters which are dis¬ 
played on the screen when the program is run 
(n various patterns to show how they might 
be used, Note that when the program is run, 
the character set Is copied into RAM and the 
stated characters are redefined instantly. You 
may find some, if not all of the of the rede¬ 
fined characters useful for your own purposes 
and of course it is up to yon how many and 
which cliaracters you wish to redefine. 

In the demonstration program, the charac¬ 
ters arc redefined as follows,... 

a; Pound sign 

b; Curved apostrophe [alternative to Shift-7) 

c; Curved opening quotes [alternative to 
Shlft-2) 


d: Curved closing quotes (alternative to 
Shift-2) 

e: Underline (opposite of underscore) 
f: Double underline 

g: Curved left hand end block (for inverse 
characters) 

h; curved right hand end block (for inverse 
characters] 

i: Left pointing arrow head 
Left pointing arrow tail 
k: Right pointing arrow tail 
1: Right pointing arrow head 
mi Diamond 
ni Square 

o: Curved top-left comer (alternative to 
Contiol-Q) 

p: Curved top-right corner (alternative to 
Control-E] 

qi Cutved bottom-left corner [alternative to 
Control-Z) 

ri Curved bottom-right comer [ahemative 
to Control'C) 

s: Top-Left comer) Used for completing 

t: Top-right comer] comers when using 
u: Bottom-left comer) Contnol-R/M/N/V 
v: Bottom-right comer) characters 
wr I,arge chequer patlem 
xi Smail chequer pattern 
y: Top-right to bottom-left diagonal cross 
hatch pattern 

z: Top-left to bottom-right diagonal cross 
hatch pattern 

REDEFINING 
THE CHARACTERS 

There have been many articles published 
over the years which describes exactly how to 
redefine the character set and redefining 
characters for this routine is achieved in ex¬ 
actly the same way. 

To briefly outline the procedure by example, 
consider the first redefined character in the 
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ph ii hen 

HU 20 SEN I UTILm PROGRAM I 

OC 38 SIN I FOR WRITING CHAM I 
AI 49 REN * FOR THE I 

OG 59 REN I CHARACTER SET COPIER I 
GO i9 REN I (TO RE0EF1NER I 
AU 70 REH I BY JOIN FOSKFTT FEB'96 I 
FT 89 REN 

gj pb GRAPHICS 9;PGKE Id,64;PORE 53774,64 
iRESTDRE ;POKE 752,1 

Xfl 199 ? 1 CHARACTER SET COPIER AND REDEF 
INERT:? ;? * UTILITY PROGRAM FOR WRIT 
INS CMRf 

’ J1 119 ? ;? :? * 1 ESC,TAB H ESC JABMITTEN 
BY 1 ;? ’tESC,TAB1!£SCJAB!£ESC,LEFT3JI] 
IN FOSKEn 1 :? :? :? ;? *CESC JABIPRESS 
START TO WRITE CHAM' 

MK 129 ON PEEKC53279)06 GOTO 128;? ’ 
tESC.UPlWRITlNG CHAM TO DISK -- 
PLEASE W\ IT , iUNE=l?B:OPEN *1,8,9,Ml: 
CHARSTR.IS T 1 
XK 139 REN Write CHAM 
Ufl 149 1=11? ll i LM; , CI«R*= , iCHM(34}i 
EO 159 READ J:1F J<9 THEN 199 
RX 169 IF ]=?? OR 1=1P3 THEN ? »(;CHM(34 
):LINE=UNE+19i? PI;L1NE;*CHAR*(*fl;*) 
=* jCHM(34); 

HH 179 ? II jCHM(J);; 1=1*1 iHTTO 159 
CA 189 REN End 
DW 199 ? 9L;CHM<34);CLGSE 91 
JN 299 POKE 752,li? *EESC,UP1 CHAM WR1TT 
EN IN UST FQfWAT USING *:? UESCJABI 
FILE HAK: CHARSTR.LSTIESC,BELLI*:EN 
D 

KH 210 REN-- 

BO 229 REN CHARACTER REDEFINING DATA 
PC 239 REN 32 CHARACTERS tIAXINIJI 

LC 24B REH--- 

IH 259 REN (1) Pound Sian 

OD 269 DATA 28,54,48,129,48,48,126,9 

BR 279 REM (2) Acostronhie 


WU 289 DATA 12,12,24,9,1,1,9,1 
DU 29B ROY 13) Opening Quotes 
ZV 399 DATA 294,294,192,1,9,9,1,9 
EJ 319 REN (4) Closing Quotes 
HG 329 DATA 51,51,192,9,9,9,9,1 
Itt 339 REM (5) Underline 
ZC 349 DATA 9,255,1,9,9,9,9,9 
JB 359 REM (6) Double Underline 
EL 369 DATA 9,255,9,255,9,9,9,9 
HJ 379 REH 17) Lett End Bloct 
CN 389 DATA I,3,7,7,7,7,3,l 
CO 399 REM (8) Right End Bloct 
RS 499 DATA 128,192,224,224,224,224,192,1 
28 

10 419 REN (9) Left Arrow Heed 
BX 429 DATA 3,15,63,255,255,63,15,3 
MG 439 REH (19) Lett Arrow 
OK 449 DATA 51,192,294,255,255,294,192,51 
LX 45B REH (11) Riaht Arrcw Tail 
DO 469 DATA 294,192,51,255,255,51,192,294 
MF 479 REH (12) Riaht Arrow Heed 
RO 489 DATA 192,249,252,255,255,252,248,1 
92 

EF 498 REN (13) Diaond 
EN 599 DATA 24,69,126,255,255,126,68,24 
JK 519 REN (14) Souere 
UX 529 DATA 255,255,195,195,195,195,253,2 
55 

YJ 539 REN (15) Curved Corner T-Lelt 
00 549 DATA 9,9,0,7,15,28,24,24 
TG 559 REN (16) Curved Corner T-Riaht 
IB 569 DATA 9,9,9,224,248,56,24,24 
FN 578 REM (17) Curved Corner B-Lelt 
LY 588 DATA 24,24,28,15,7,8,9,1 
AK 599 REH (18) Curved Corner 8-Rioht 
WA 689 DATA 24,24,56,240,224,9,9,0 
JU 619 REH (19) Corner Top-Left 
JY 428 DATA t,0,8,0,0,9,3,3 
FT 631 REN (29) Corner Tao-Riniit 
PI 649 DATA 8,9,9,9,9,9,192,192 

continued •" 
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demonstration program, the pound sign ... 


BYTE 

CHARACTER 

CALCULATED 

DATA 

HUMBER 

PATTERN 

VALUE OF BITS 

VALUE 

Byte 1 

00011 too 

16+8+4 

= 26 

Byte 2 

0O110110 

32+16+4+2 

= 54 

Byte 3 

00110000 

32+16 

- 46 

Byte 4 

01111000 

64+32%16+8 

- 120 

Byte 5 

00110000 

32+16 

= 46 

Byte 6 

00110000 

32+16 

= 46 

Byte 7 

01111110 

64+32+16+6*4+2 =126 

Byte 8 

00000000' 

0 

= 0 


Therefore the DATA for the pound sign would 
be,,,, 

DATA 28,54,46,120,48,48,126,0 

Note that the above is tire same as the first 
DATA tine flbc pound sign) in the utility 
prngrajii- 

Because this routine redefines up to 32 
characters instantly, at machine code speed, 
a character string Is required to represent the 
DATA obtained from Ore above procedure and 
tills is achieved in the demonstration program 
using CHARS. 

THE UTILITY PROGRAM 

With experience, the string can be construc¬ 
ted directly by hand, but it is far more conve¬ 
nient to use a separate utility program to 
write the string for you to disk from the calcu¬ 
lated DATA. To write the string, simply run 
the program and press START after which the 
string will be written to disk using tire file 
name 'CHARSTR.LST" in the LIST format. 
Once written to disk, all you then need to do 
is to ENTER Lhe string into your program. 

The utility program is prepared for writing 
CHARS as it appears in the demonstration 
program. When redefining your own charac¬ 


ters, it is a simple matter to replace the DATA 
statements at the end of the listing with your 
own DATA. The first line number used for 
CHARS is defined on fine 120 which may need 
to be changed to suit your own needs. 


TYPING THE CHARACTER STRINGS 

As described above, the utility program will 
write CHARS for you and a third program has 
been included to write the machine code 
string itself from DATA. Run the program and 
press START to write the string to disk using 
the file name "STRING.l J S r T In the LIST for¬ 
mat. Once written, the string can then simply 
be ENTERed into the program as before. 


AC 650 REN (21) Corner Bottan-LHt 
m 660 DATA 3,3,0,0,0,0,0,0 
CH 670 REN (22) Corner Bottai-Hiaiit 
AM 680 DATA 192,172,0,0,0,0,0,0 
RD 690 REM (23) Lime Cheauer 
UF 700 DATA 195,195,60,60,68,68,195,195 
A1 710 REM (24) Snail Chequer 
DR 720 DATA 153,102,102,153,153,182,142,1 
53 

XG 730 REM (25) Crow Hitch !U 

ML 748 DATA 214,153,51,112,204,153,51,102 

NG 758 REM (26) Crass Hatch YA 

MB 760 DATA 51,153,204,112,51,153,204,102 

UP 778 REM End of DATA 41m 

GS 780 DATA -1 
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Features 

and ©[PiMOif 


desert 

ISLAND 

DISKS 


S trolling round our local John Menzlcs 
shop recently, I came across a new 
Atari magazine (ST only I'm afraid), 
called Atari world, It was a refreshing change 
from the usual PC this and Mac that and, 
since I'd recently acquired my first ST, I de¬ 
cided to Lake the plunge. 

Reading through the magazine l found an 
article that 1 thoughL might be ideal for Page 
6, The idea was tliat users of the ST were to 
decide which three items of software they 
would like to have with them if Lhey were 
marooned on a desert Island, Of course, a 
little bit of imagination would be needed since 
this Island would have to have all the com¬ 
forts of home! Still it got me thinking, so here 
follows my selection of Atari Classic Faves. 
i bought my first Atari 800XL and 1050 Disk 
drive in 1988 in a sell-off package from Cur¬ 
rys for the princely sum of £120. Tire bun¬ 
dled in software package comprised the draw¬ 
ing program Paint, the adventure game The 
Pay-Off and the first of my choices. THE 
HOME FILING MANAGER. This easy to 
use database has been in use almost since 
the day I first tried it. It takes the form of a 
card index system, allowing you to flick 
through each record easily. Also Included are 
search, edit, copy and printing functions. It's 
many uses include the good old address and 
contact list and listing the contents of all my 
Atari user and Page 6 magazines. 

My second choice is that Jack of all trades, 
MINI OFFICE H. This bargain priced piece 
of software is a combination of 6 different 
utilities comprising a wurd processor, spread¬ 


sheet, database, graphics display, label prin¬ 
ter and communications modules. In fact this 
article has been prepared using tiie word pro¬ 
cessor package. The spreadsheet module has 
been an absolute Godsend in getting our fi¬ 
nances back on track, while the database 
module has found use in organising my cata¬ 
logue of software. As yet I haven’t used the 
other modules (after all 1 don't need a graph 
to tell me I’m broke!) but the label printer and 
comms packages may yet find use. 

My third and final choice is an extremely 
useful utility entitled VIDEO TITLE SHOP 
The complete, 5 disk, package comprises the 
Video Title Shop program itself, the Micro- 
Painter art package and the Graphics Com¬ 
panions 1 and 2. The many uses of the com¬ 
plete package go far beyond that of putting 
titles onto videos. The graphics companions 
themselves contain many Fonts, border styles 
and clip art that may be used In text proces¬ 
sors and art programs and while the Micro- 
Painter art package does leave something to 
be desired, the complete package is unrivalled 
when used in it’s primary role of video titling. 

It has certainly given a loL more fizz to my 
home "Video Nasties". 

There are many excellent programs that I 
have not included as one of my 3 choices. 
Certainly, I do use more software than IVe 
listed here. If you disagree with my choices 
why not write in and Lell us of your 3 
favourites. After all, variety Is the spice of life, 
especially on a desert Island! 

This article seems to be anonymous as there 
U7os no name on the disk, Jjf it has become 
separated from a covering letter uie apologise, 
Thanks, whoever you are. If you mould like to 
oturt up lue'W credit you next, issue. 

The Desert Island Disks idea seems to be a 
great one, and one that is easy for almos t 
anyone to write. Think about your three 
favourite programs qf all time and write about 
them and tee'll get a regular Desert Island 
column going that totfl let everyone know wliot 
are the most respected programs of all time, * 
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Frank Walters 

T here are nine <invcrse> CONTRO L 

characters that have special functions 
when used in a macro. On your 
screen they look like funny block characters. 
Each special macro command must be en¬ 
tered in the ESCape mode. [SELECT] must 
then be pressed while typing [CONTROL] 
t hen the desired letter. The key strokes would 

be as follows: 

[ESC] [SELECTlJCTRLUdesired letter] 

After you press all those keys, only one 
funny kicking character will appear on the 
screen. So. while all the examples in this 
instalment look long, they don’t really take up 
much screen space once typed. 

In the last pan of this series we used one of 
these special macro commands - [ESC] 
<[CONTROL] JG]> lo GoTo' or link one 
macro to another. Now I will explain the other 
eight special macro commands: A. E. I. n, M, 
P, R and Y in more detail, 

Po#e d's New Atari 


continues his 
exploration of the 
macro facility of 
the Atari f s best PD 
word processor 


38 


ASK PROMPT 

[ESC]<{CONTROLL{A]> 

[ESC]<[CONTROLUA]> should be followed 
by I he desired prompt which is then termin¬ 
ated by a [RETURN]. The ’Ask' prompt re- 
quires die user to reply with Yes’ or ‘No’. The 
default is "No’ so if [Y] is not pressed then No 
' is assumed. If Yes’ is the reply, then the 
macro continues with whatever you wish It to 
do, which Is whatever keys follow the IRE- 
TURN] character after the Ask" prompt line. 

If No is the reply, TcxLPRO will look for the 
macro defined by the [&] key and will execute 
It. If [&] is not defined as a macro, then the 
macro will end after a L No" response. 

The ‘Ask" prompt will display your prompt in 
the stains line at die top of the screen. It will 
automatically add the following message to 
your text: 

: Sure? (Y/N) 

Note that a colon immediately follows your 
question, In place of a carriage return. Here Is 
an example macro using the <[CONT RO¬ 
LL A> Ask prompt: 

#<= >[ ESC] <[CONT RQL]_[ A]> XC le ar 
Screen?! RETURN] 

(ESCJSHIFTJJCLEAR][Y]&<->The screen 
didnl clear! 

L'- ,tf] is the [START] key macro. Now. load 
this macro with [GONT RQL]__[ V] and press 
[START]. What you will sec in the status line 
is the following: 

Clear Screen? : Sore? (Y/N) 


[ESClfSHiFT] [CLEAR] answers the ques¬ 
tion you normally get when you try to clear 
the screen from the editor (ERASE ALL TEXT? 
: Sum (Y/N)). Note that there is no [RETURN] 
between die [Y] and the &, otherwise that 
carriage return would print on die screen 
after it was cleared. 

If the response is No" for the above macro, 
the [&] macro is executed and the message 
The screen didn't clear!" will be typed on the 
screen Sometimes you will want to send a 
message Lo the status line [not the screen] to 
indicate how to restart the macro. This mes¬ 
sage would be done with the special 
[ESC]<[CONTR0L]>JY] key described later. 

ERASE FILE 

[ESC]<[CONTROLUE]> 

Simply follow the [ESC]<[CONTROL]_[E]> 
with the device and filename you wish to 
erase. For example: 

[ESC]<[CONTROLUE]>D1 iDUMMYTXT 
[RETURN] 

The filename must be followed by a [RE¬ 
TURN], You might want to use the Erase File 
function in conjunction with the Input com¬ 
mand ([ESC]<(CONTROLj>_!!]>] which pauses 
the macro to permit the user to type the 
filename to erase, [ESC]<(CONT RQL]>_[I]> 
is described later. 


GOTO ANOTHER MACRO 


If your reply t$ Yes’ the macro will execute the [ESC]<[CONTROL]>_[G]> 

clear screen’ command on the next line of the 

macro, fie member, you need to be In ’Escape In the following example the macro ends 

Mode to send die clear screen’ command. with the GoTo command, followed by the 

When you type [ESC][SHIFT]_[CLEAR] you macro key you wish to execute next. When 
will only see one character that looks like an defining a letter macro key, 1 normally define 
arrow pointing up and Lu the left. The [Y] after both upper case and lower ease letters to the 
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same macro so it doesn't matter which case is 
selected by the user. The [il macro most be 
defined somewhere else in the macro file, 

| <^>[ESC]<[CONTROLUG]>i tno RETURN 

added) 

This is a somewhat trivial but powerful ex¬ 
ample. Both [OPTIONLfl! [OPTION] Ji] 

will execute the same macro (once [il is de¬ 
fined). This special macro command was more 
fully explained in the first part of the series 
last issue. 


INPUT MODE 

[ESC]<[CONTROL]>JI]> 

This is a powerful mode. It permits the 
macro to pause for user input,, similar to 
INPUT in Basic, When [ESG]<[CQNTRO- 
LLH1> appears in a macro, it may either be 
preceded by a prompt in the status line to 
explain what is requested, or it might follow a 
[CONTROLjJS(ave)] or [CONTROL]_[Uoad)] 
command which displays the prompt automa¬ 
tically. 

The user types the information and ends Inc 
Input Mt>de with a [RETURN], But like Basic, 
the Return is not part of the Input and will 
not be sent to the editor unless your macro 
has a [RETURN] character following the 
[ESC]<[CONTROL]> J)>. During Input 
Mode, the cursor keys arc suppressed and 
only a limited number of TextPRO CONTROL 
characters are available to the user until 
Input Mode is terminated. Here is an example 
of the Input Mode that I use to enter printer 
codes for italics on’ and ‘off while typing in 
the editor. I've defined tire printer codes for 
italics as inverse <!> for ‘on and inverse <J> 

for‘off*1 use the [OPTION]_[IJ or 
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[OPTI0N]Ji] as the macro for italics: 

I <»>[ ESC] <[C ONT RGL]_G>1 i< ^>< I > [ E S C ■ 

]<[CONTROL]_[l]><J> [no return needed) 

Invoking the macro types inverse <!> into 
the editor to turn italics 'on 1 . Then the Input 
Mode Is entered. The user continues typing 
and die characters am printed to the editor as 
they arc typed, Back space/delete must be 
used for corrections, since cursor keys are 
not available In the Input Mode, When the 
user decides to end the italics printing he 
presses [RETURN] and the inverse <J> is 
typed automatically and the Input Mode ends. 
With no [RETURN] following the 
[ESC]<[CONTROL]_[I]> in the macro, the 
user’s [RETURN] is not sent to the editor, but 
is simply an indicator to the macro to end the 
Input Mode and continue executing to the 
end of the macro by typing an inverse <J> 
into the editor. 


KEYPRESS WAIT 

[ESC]<[CONTROLUK> 

[ESC]<ICONTROL1_[K]> in a macro pauses 
the macro until the user presses any key. The 
key will not be sent to the editor, but the 
macro will rosumc with whatever follows the 
[ E SC] <[ CON TROLL] K]> in Lhe current 
macro key. It can be used to pause at a 
message In the status line to inform the user 
of something lhe ‘PRESS ANY KEY" message 
is not sent automatically when using 
[ ESGl<[CONTROL]_IK]> but you can print a 
message there with a [ESC]<[CONTRQ- 
L]_[Y]> command immediately preceding the 

[ ESC \<\ CONT R OL]_[K]> 
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MENU DIRECTORY BRANCH 

[ ESC] <[CON TR 0 LJ_[ M]» 

This is the TextPRO macro equivalent of the 
GOSUB command in Basic. It is a bit compM- 
1 cated so I will leave it out here and come back 
Lo it later In the article. 

PRE-SELECT MACRO 

[ESC]<[CONTROL]JP]> 

f ESC]<;[CQNTRQL] [P]> is used to designate 
any macro key to execute automatically after 
another macro is loaded via the [CGN- 
TRGL]_[V] command within the macro, 'lhe 
syntax requires that [ESG]<[CON- 
TROL]_JP]> be followed by the macro key to 
be executed (after the next maero is loaded) 
and then the ICOOTROL|JV| command with 
the device and filename of the macro to be 
loaded from disk: 

?< * >[ ESC]< [CO NTROL]_[ P]>@ [CON - 
TR0L]JV]TEXTPR0MAX[ RETURN] 

Here the [HELP] key [?] is designated as a 
maero key Lo pre-select thc[@] [automatic) 
macro key after TEXTPRO. MAX loads. [CQM- 
TROL]_JV] js the "Load Macro " command. 
rEXTPRO.MAX is the filename of the macro to 
be loaded and must be terminated with a 
[RETURN]. When TEXIPRO.MAX is loaded, if 
[@] is defined as a macro elsewhere, it will 
execute automatically. Any macro key can be 
used following the [ESCMCQNTROUJPb, 
not Just the J@]. but for simplicity and stan¬ 
dardisation. the [®] key is normally used as 
the automatic macro key, This is the key 
TEX rPRG.MAX designates when it loads 
another disk macro file via the [STARTl key. 


RENAME A FILE 

[ESC]<[CONTROLL[R]> 

Here’s the syntax: 

lESCXCONTROLU^DBOLDNAME.TXT, 
N E WN AM E.TXT[ RETURN] 

Just like using Atari DOS, include the drive 
number for the old filename, so TextPRO can 
find IL Just the new filename is required 
following the comma. This special macro com¬ 
mand must be terminated by a [RETURN], 


PRINT MESSAGE 

[ESC]<[CONTROL]_[YJ> 


This must be followed by your message and 
terminated by a [RETURN], Your message, all 
characters up to the [RETURN], will be prin¬ 
ted on the status line until the next keypress. 
This is one of the most useful of all special 
keys as you keep die user informed as to 
what to do next, but without messing up what 
Is in the editor itscLf, 

Referring back to a previous example. I use 
die f ESC]<fCONTROL] [Y]> Print Message 
to status line to indicate italics on mode, 1 
insert it immediately before the [ESC]<[CON- 
TRQL]_[I]> in the macro, I also add another 
[ESC]<[CONTROL] [Y]> following the <J> to 

remind the user when Italics is 'olT. Here’s 
what that looks like when added to my pre¬ 
vious example: 

!<=>[ ESC )<[G ON T ROL]_[G]>i i <=>< I >[ E S C j 
<[CONTROL]_JY]>Italics On[RETURN] 

[ESC]<[CON IRQ L]_[ 1] >< J >( ESC]<[CGN- 
TROL]_[Y]> Italics Off[RETURN] 
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LET’S TACKLE 
THE HARD ONE! 

That Just about concludes the special macro 
keys but, if you recall, we said we would come¬ 
back to one. Th£ permanent message In the 
status line is no longer available for use in 
macros alter version 4,55 as that special 
macro command [ESCMCONTROL)_[M]> Is 
now used for the Menu directory branch 
(GOSUB) function. Tills macro is very power¬ 
ful (and confusing!) so let's tackle it now. 

1 had more trouble figuring out how to use 
this special macro key than any other func¬ 
tion of macros. It can be tricky and you can 
get yourself lost as you sometimes do when 
using GOSUB with IF/THEN statements in 
Basic- If you don't program Basic, it could be 
even more confusing, I still get lost sometimes 
with the Menu Branch- 

WHAT IS THIS KEY? 


next item following the [ESG]<[GON- 
TROL]_[M]> is the definition of another 
macro, then the macro simple stops after an 
illegal keypress which may not be desirable. 
Also, when one of the selected macro keys is 
pressed after the Menu Branch command, 
once the selected macro key is executed, the 
branch returns to the next key AFTER the 
Menu Branch command and whatever (if any¬ 
thing) follows the Menu Branch is executed at 
that time. This is what can get confusing 
when using this function. 

Think of it like GOSUB and RETURN in 
Basic, [ESC]<[CONTROL]JW]> is the 
GOSUB. The user picks the "line number", in 
this case which macro key to GOSUB to. At 
the end of that macro, it RETURNS to the 
statement (or character) following the 
[ESC]<[CONTROL]JM]> special command 
and continues from there. 

HOW DO I USE THE 
MENU BRANCH? 


[ESC]<|CONTROLJ_[M]> selects the Menu 
Branch function within a macro set. To review 
the keyboardology you must press [ESC] 
first, then hold [SELECT) for inverse, then 
press [CONTRGLLJM] to type the character. 

It will look like a small white box on your 
screen. 

This is a very powerful macro key thaL allows 
the user to optionally branch to any number 
of macro keys available by Just pressing a 
single key without [OPTION]- When the Menu 
Branch is invoked, if a key Is pressed that has 
no defined macro key (an illegal keypress), 
then the current macro simple stops after the 


[ESC]<[GGNTRGL]JM]> will automatically 
print to the status line whatever you type 
following the Menu Branch key. Your 
"prompt" must end with a [RETURN], Nor- 
mally you list the macro keys you have avail¬ 
able to choose from the menu. I recommend 
using inverse characters to highlight the 
available macro keys, Number keys are easy 
to use and simpler to define as macros since 
there is no upper/lower case to woriy about 
Look at the following example: 

#<±± >( ESC] <[C O N T R 0 LJ_J M )>< 1 >- Print 

<2>-Skip <3>-Repeat <4>-Guit[RETURN] 


keypress and no branch takes place. If the The first thing we must think about is what 
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happens if I. 2, 3. or 4 are not pressed. One 
way to trap" an illegal key is to continue 
following the Menu Branch with a GoTo' back 
to die Menu Branch macro function, as 
shown below: 


hit an Illegal key to end the loop by mistake. 

I’M CONFUSED ALREADY! 


[ESC]<[CONTROL]_[G)># (no Return 
needed! 

So any key other than a defined macro key 
will go back to the prompt again. [See CAU¬ 
TION later in die article, though). 

Also, after executing L 2, 3 or 4 the Menu 
will be displayed again because TcxtPRO will 
RETURN from any of die defined keys to the 
GoTo statement, When this technique is used, 
you must include an option to quit or exit 
from the loop, [HELP] (?) is usually defined to 
exit back to TE3CTPRO.MAX and in the above 
example you can link macro key 4 to GoTo’ 
the [HELP] or (?) key as follows; 

4<=><CTRL G>??<-> [CTRL_V]TEX- 
TPRO.MAX 

"4' could load TEX1TKO.MAX directly, bypas¬ 
sing the use of ?, but for Standardisation of all 
my disk macro files. 1 always define ? to 
reload TEXTPRG.MAX. Besides, die Menu 
Branch may only be a small part of this parti 
cular macro and the HELP key might be used 
to terminate at another point in die macro. 
Vou would now go on to define I, 2 and 3 
keys for whatever you Intended for this 
macro. 

CAUTION: Using the "GoTo" back to the Menu 
Branch macro immediately after the menu 
prompt makes it almost impossible to break 
out of the loop except by loading another 
macro file from disk or hitting the Break key, 

W is rnessy. So don't use this technique if 
y ou want to have other functions besides the 
in yout nwTO Having the 
J ^1 key define the Menu Branch 
es it easy to get back into die loop Ifyou 


Are the keys shown in the menu the only ones 
you can choose? No- You show the macro 
keys you want the user to pick from, but all 
macro keys defined in the macro file are legal 
keys and can be used from the Menu Branch 
prompt. They would execute and reLum in t he 
point following the [ESG]<[GONTROL]_[M[> 

statement. 


ANOTHER EXAMPLE 

Type in the example shown in die box overleaf 
and save ft as CR MAX so we can go through 
ft step by step. 

CR.MAX is a macro l made to selectively 
remove Carriage Returns (C/R) and replace 
t hem with a space, I use it to reformat mes¬ 
sages captured in 80 columns where [ don’t 
want the Returns removed from the headers 
or between paragraphs. It doesn’t use the 
"GoTo" loop back to the Menu Branch com¬ 
mand so E can break out easily to edit and 
then return In the Menu with [START], I 
begin by defining the macro name with <!> so 
it can be printed to the prompt line. If the 
previous macro pre-selects <i> for execution, 
then the name nf CR-MAX will be displayed in 
the status line after u loads, l then define the 
[HELP] key (?) to re-load the default macro. 
Notice that I also pre-select <i> to execute 
prior to loading TEXTPRGbMAX. That way 
after TEJCTFRO MAX loads, the <i> macro in it 
will execute, loading the name of the macro 
(TEXTFRO.MAX) into the prompt line. Using 
<i> in this way with pre-selects is pretty 
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CR.MAX 

<i ><=> [E SC]< [CO NIRO L]_JV] > Active Macro: CR.MAX [RETURN] 

?<=>[E S C] <[CO NT R 0 L]J P]xi >[GONTR 0 L] J V]T EXTPRO- M AX [R ETUR N J 
@<=>[ESC]<[CONTROLL[Y]> Press START to replace C/R [RE TURN] 

#< ^>[E SC] <[GO NTR OL]_I F] > [E SC][ ESC]<[ E SC]>[ RETURN) 

[ESC]<[C 0 NT R OL] JC]>[S PACE] [R ETUR N] 

[ES Cf <[CQ NT R OL] JG] >f 

f <=:>[CONT RO L]J F] [E SC]<[CONIROL]JM ]> <Y>es <N>o <D>own page <Q>uit[RETURN] 
[ESC)<[CONTRGL]JG]:># 

Y<=x [CO NTR OL]JG] >y y <s>[CO NTROLJJG] <[CONTRO L]JG)>t 

N<=x [CO N TR OL] JG] >n n< => [CO NT R 0 L]JF] [CONT RO L]JF] <[C ONTR OL] JG] >f 

D<=>[C 0 NTR OL]_JG]dd<=> [E SC] [CO NTR OL]_[=] (x IS) [COKTROLL[HJ<[CONTROLLiGI>f 

Not&: p(18) moans repeat [ESCj[CONTROLlJ=j 18 times 


much a TextPRO macro "standard”. 

<i> <=>[ ESC]<[C QNT RO L]_[Y] > Active 

Macro: CR.MAXJRETURN] 

?<=>[ESC]<[CONTR OL) J P] >< i>[ CON - 
TROL]_[V]TEXTPRO-MAX[ RETURN] 

Next I define the automatic macro to display 
an appropriate prompt. 

@<=>[ESC]<[CONTROL]JY]> Press 
START to replace C/R[RETURN[ 

After the [START] key is pressed I ’select find 
string' 1 as {RETURN] and "select change 
string" as [SPACE]. 

#<=>{ E S C]<[ CO NTR OL] J F]>[ ES C }[E S - 
C]<[ESC]>[RETURN] 

[ESC]<[CONTROL]_[G]>[SPACE][RETURN] 

Getting that [RETURN] eharactcr into the 


command line is a complicated process as 
you can sec from the keypresses required 
above, On the screen you will see a regular 
Escape character followed by an inverse 
Escape character. 

Now I’m going to tell the macro to go to a 
"dummy" macro key, T (for find). This way I 
can loop back into the main "Find’' section nf 
the macro Without having to redefine the 
"select find suing" and "select change string" 
each time I move to another C/R, 

[ESC]<[CONTROL]JG]>f 

Now comes the Menu Branch command. First 
we execute the "find" ihen display Lhe options 
as to what to do with the C/R we found. 

f <=> [CONT R 0 L]_[ F][ ESC]<[CON ■ 

TROL]JM]> <Y>es <N>o <D>own page 
<Q>uit[ RETURN] 

<Y>. <N>, <D> and <Q> represent inverse 
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characters once again. 

The next line tells the macro simply to display 
our starting prompt in case of an illegal keyp¬ 
ress. Thai is, we execute the automatic 
macro. 

[ E SC|<[C ONTR QL]J G]>@ 

Now I define the <Y>es key for both upper 
and lower case, do my "replace found string" 
and then go back to the beginning of the main 
"Find" macro, the dummy 'T\ 

Y<-> < [GONTHO LIJO] >yy <=> [CONTRO L|J C - 
|<[CONTROL]JG|>f 

The <N>o macro key follows immediately 
after the "f r above since there is no [RE- 
TURN], Note that we define upper and lower 
case again below: 

N<-x[CONTROL]JG]>nn<*>(CON- 
TROL]JF] [CONTROL]JF]<[CON- 
TROL]jG]>f 

The Find function is funny. When you use it 
successively, it goes from one C/R to the 
next. But in the macros, you need In send the 
[CONTROL] [F] twice, since the first one 
finds the C/R your cursor is sitting on. The 
second [CONTROL]_[F] moves to the next 
one. In the case of <Y>es, the C/R is replaced 
hy a space so you don’t want the extra [CON- 
TROL]JF], It is sort of like using [CON- 
TROLJJF] j n the editor, then pressing 
another key, like [CONTROL] JU], and pmss- 
TPJ^pNTROLUFj again. After the [CON- 
_ LIU], the "find string" function looks 
starting ei| the cursor position, since It forgot 
>ou already found that character before. Try 
^° 11 ^ set w ^ at -1 mean. Note that we 
S [\r to main "find" macro (f). 

for the <D:>owrL Page This Is Useful 
W cn y° Xir cursor gels to the bottom of the 
screen and you can t see below It to tell if die 


C/R picked is at the end of a paragraph or 
not. Best not to scroll too far or you may 
scroll some lines off the Lop. That's what the 
(k 10) is all about. Do the [ESC]i[CON- 
TROL] {=] series of key strokes 18 times (or 
copy them), I then "Home" cursor to top of 
screen and begin "Find again as shown below: 

D<=>[CON T R GL]_[G]d d<->[ E SG][ C G N - 
TROLJJ-J (x 18) [CONTROL]JH]<[CON- 
TROL]_[G]>f 

Finally we come to the <Q>uit Since we may 
only want to edit something and not reload 
the default macro, I Just don’t define Lhe 
<Q>uit so it goes to the automatic macro (O) 
message following the Menu Branch com¬ 
mand, Just like an illegal key. 

The problem i have with this macro set is 
that it uses a lot of Menu Branches whenever 
one answers <Y> or <N> to remove or skip to 
the next [RETURN} character. Each time, the 
<Y> or <N> macro uses a GoTo back to the # 
ISTAKI1 macro and the macro return is not 
executed- Eventually, when you <0>uit or hit 
an illegal key, all those returns are executed 
in succession, flashing the Press START mes* 
sage on the status line until the same number 
of returns are executed as the number of keys 
1 bad pressed from the menu. Oh well, I Just 
hit IBREAK} and press on until 1 can figure 
out a better way. 


In this article I have covered all 9 special 
macro keys, however t here is one other key 
that is primarily for macro use but can also 
be used from the editor. It is not an inverse 
CONTROL character. I am talking about 

[CGNTROLLP1 


ARE THERE ANY 
OTHER MACRO KEYS? 
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TIPS 


by Robert De Letter 


Here Is a useful programming hint that will save memory and make for more compact 
programs when using Turbo Basic. 

Firstly when you want to set the colour registers yon would usually use. for example; 

POKE 710, 60; POKE 709,42:POKE 7lO,45:POKE 711,50:POKE 712,88 

but you can use instead: 

MOVE ADFtCV-230,708,5 

The letters in the brackets have the ATASCII values of the numbers POKFd into the registers In 
the previous example. To discover the letters/symbols to use simply type 7 CIiKS(60). for 
example and the character will be shown on screen. 

Look out for another useful hint from Robert next issue! 

There have ta be many more great tips like these in your programming notebook so .shone them 
UJlth others. Send in your Turbo Tipst 


Try [CONTROL] JT] from the keyboard and 
you will sec the prompt: 

Set (M'RplJAU'L]: RETURN to exit 

Used in a macro, you can set certain ‘toggle’ 
modes to ensure your macro commands are 
going to function correctly. 

M j Selects Main bank. If you want to en¬ 
sure you are in a specific bank, then use 
[CONTROLUTl once followed by (M] the 
[SELECT]JCONTROL]_[B] to switch to 
Bank 1, or add a [CONTROL ] [ B1 to switch 
from bank 1 

R t \ - [CONTROL], [I] Replace. Insert mode 
T, A - |Atari Logo key] Text, Atascii mode 
U r L ■ Upper, Lower case 


WHAT KEYS CAN’T BE 
USED AS MACROS? 

I can’t think of any keys that could riot, 
theoretically, be defined as macro keys by 
using the inverse <=> key. 1 thought maybe 
the <=> itself might be difficult but I tried ft 
and it works. There is a problem if the <=> ts 
defining itself unless it is the very first char- 
acter in the macro file. 

The <=> acts as a delimiter that defines the 
end of the previous macro. When a macro is 
executing, it is also looking ahead and when 
it sees a <=> it will stop executing when it 
reaches the character preceding the <=>. 

With two <=> in a row. the first <~> will 
prevent the previous macro from executing 
the last character in the macro because it 
thinks that character is being defined by the 
continued on page 50 


46 


Page 6's JVeio Atari User 


programming 

GRAPHICS 

USING MACHINE CODE 

by Peter Foote 


ending James Mathrick^s letter in 
issue 76 of NAU brought to mind a 
similar program 1 had previously cre¬ 
ated - see NAU issue 57, The problem James 
posed was how to change the graphics modes 
using machine code. Here is a quick guide, 

FIRST IN BASIC 

To produce a screen in B ASIC you can use 
either 

GRAPHICS NOTXT+NOCLR+MODE 

Where NOT.XT = 0 for a text window, 16 no 
text window, NOCLR ~ 0 clear screen, 32 no 
clear screen, MODE = (0 to 15) screen 
format. 

or 

CLOSE #CHANNEL 

OPEN #CHANNEL,READ+WRITE+TEXT+ 

NOCLR, MODELS:" 

RFin ^^NEL ~ channel number {1 to 7), 

Ia/diti-* ^ reac T 4 read from screen. 

E 8 write to screen, TEXT = 0 no text 
window. 1 6 text window 

continued on page 50 
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DP IB REN DENO - TRIANGLE 

XI 11 REN BY f\A,F0(TTE L994 

EK 28 CLOSE 14; REN GRAPH ECS 3 

YR 38 OPEN *4,28,3,"Si 1 

UR 48 REN WRITE IN TEXT tfINOffl 

NT 58 POKE 6U t Umi 457 l 17rP0KE 450,8 

TJ 48 PRINT "ATARI 1 

GK 70 POKE 454,2:P0KE 457,15:POKE 450,B 
PH 08 PRINT "COMPUTERS" 

SO 98 REN DRAM TRIANGLE 
XJ 100 COLOR I 

ITT 118 PLOT 5,17iREN im 2 SIDES 

PI 128 DRAI4TQ 35,17 

FE 138 DRrfWTQ 20,2 

AI MB POKE 745,2s REN FILL COLOUR 

7H 158 POSITION 5,17 

UP 148 X10 18,14,4,8,'S!" 

JJ 178 REN CYCLE PIXEL 

SC 108 A=P£EK(28) + 188:REH WAIT 

JP 198 IF A>255 THEN AfA-254 

NL 288 IF PEEKC28)OA THEN GOTO 288 

VY 218 LOCATE 2B,lf,C 

0Z 228 COLOR CMiPLOT 28,10 

ON 238 SOTO 171 


Underline = INVERSE CHARACTERS ■ [ ] = CONTROL + 
CHARACTER *< > = INVERSE CONTROL + CHARACTER 
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0010 ; GRAPHICS DEMO 
0020 ;BY P.A.FOOTE 1996 
0030 ; 

0040 RTCLQK =$14 REAL TIME CLOCK 
0050 ROWCRS -$54 CURSOR ROW 
0060 COLCRS =$55 CURSOR COLUMN 
0070 OLDROW =$5A OLD ROW 
0080 OLDCOL =$5S OLD COLUMN 
0090 IOCB =$0340 IOCB BASE ADDRESS 
0100 TXT ROW =$029-0 TEXT CURSOR ROW 
0110 TXTCOL =$0291 TEXT CURSOR 
COLUMN 

0120 AT AC HR =$02FB CHARACTE ^COLOUR 
0130 FILDAT -$0£FD FILL COLOUR 
0140 CHANNEL =$0600 CHANNEL NUMBER 
0150 GRMODE =$0601 GRAPHICS MODE 
0160 GRTYPE =$0602 SCREEN FUNCTION 
0170 CIOV =$E456 CIO VECTOR 
0180 ; 

0190 '=$6000 START ADDRESS 
0200 ; 

0210 START LDX #16*6 CHANNEL 6 

0220 SIX CHANNEL 

0230 JSR CLOSE CLOSE #6 

0240 LDA #3 GRAPHICS 3 

0250 STA GRMODE 

0260 LDA #28 (CLEAR SCREEN, 

0270 STA GRTYPE TEXT WINDOW, 

0280 JSR GROPEN & SCREEN READ) 

0290 BMI SKIP BRANCH ON ERROR 
0300 ; 

0310 LDX #16*0 SELECT 

0320 5TX CHANNEL TEXT WINDOW 

0330 LDX #17 POSITION 17,1 

0340 LDY #1 

0350 JSR TXTPOS 

0360 LDY #0 PRINT 

0370 JSR PRINT "ATARI" 

0380 BMI ERROR OUT OF RANGE? 

0390 LDX #15 POSITION 15,2 

0400 LDY #2 

0410 JSR TXTPOS 

0420 LDY #4 PRINT 

0430 JSR PRINT "COMPUTERS" 

0440 BMI ERROR OUT OF RANGE? 

0450 LDX #0 POSITION 0,0 
0460 LDY #0 
0470 JSR TXTPOS 


0490 LDX #16*6 SELECT 

0500 STX CHANNEL MAIN WINDOW 

0510 LDA #1 COLOR 1 

0520 JSR COLOR 

0530 LDX #5 PLOT 5,17 

0540 LDA #0 

0550 LDY #17 

0560 JSR PLOT 

0570 SKIP BMI ERROR OUT OF RANGE? 

0580 LDX #35 DRAWTQ35,17 

0590 LDA #0 

0600 LDY #17 

0610 JSR DR A WTO 

0620 BMI ERROR OUT OF RANGE? 

0630 LDX #20 ORAWTO 20,2 

0640 LDA #0 

0650 LDY #2 

0660 JSR DRAWTO 

0670 BMI ERROR OUT OF RANGE? 

0680 LDA #2 FILL COLOUR 
0690 JSR FILCQL = 2 
0700 LDX #5 FILL 
0710 IDA #0 END AT 5Y? 

0720 LDY #17 
0730 JSR FILL 

0740 BMI ERROR OUT OF RANGE? 

0750 ; 

0760 LOOP LDA RTCLQK WAIT 2 

0770 CLC SECONDS 

0780 ADC #100 

0790 WAIT CMP RTCLQK 

0800 BNE WAIT 

0810 LDX #20 LOCATE X,Y,C 

0820 LDA #0 AT 20,10 

0830 LDY #10 

0840 JSR LOCATE 

0850 BMI ERROR 

0860 LDX ATACHR COLOUR = C+1 

0870 INX 

0880 TXA 

0890 JSR COLOR 

0900 LDX #20 PLOT 20.10 

0910 LDA #0 

0920 LDY #10 

0930 JSR PLOT 

0940 BMI ERROR OUT OF RANGE? 

0950 JMP LOOP REPEAT LOOP 
0960 ERROR BRK STOP 
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ogaOTXTTAB .WORD TXT1JXT2-TXT1 
Q990 WORD TXT2,TXT3■ TXT2 

1000; 

1010 TXT1 .BYTE 'ATARI' 

1020 TXT2 .BYTE "COMPUTERS" 

1030 TXT3 
1040 ; 

1050 CLOSE LDA #12 CLOSE CHANNEL 
1060 JMP EXECUTE 
1070 ; 

1080 GROPEN LDX CHANNEL GET CHANNEL 
1090 LDA #3 SET COMMAND 
1100 STA IOCB+2.X BYTE 
1110 LDA #GRVEC&255 POINT TO 
’ll20 STA IQCB+4.X HANDLER I.D. 

1130 LDA #GRVEC/256 

1140 STA lOCB+5,X 

1150 LDA #2 SET LENGTH TO 

1160 STA lOCB+S.X TWO BYTES 

1170 LDA #0 

1180 STA 10CB+9.X 

1190 LDA GRTYPE GET TYPE OF 

1200 STA 1OCB+10.X SCREEN 

1210 LDA GRMODE GET MODE 

1220 STA SOCB+11 n X 

1230 JSR CIOV EXECUTE OPEN 

1240 RTS EXIT 

1250 GRVEC BYTE SCREEN I.D 
1260 ; 

1270 POSITION STY ROWCRS POSITION X,Y 

1280 STX COLCRS 

1290 STA COLCRS+t 

1300 RTS 

1310; 

1320 TXTPOS LDA #0 POSITION X,Y 
1330 STY TXTROW FOR TEXT 
1340 STX TXTCOL WINDOW 
1350 STA TXTCOL+1 
1360 RTS 
1370; 

13S0 PRINT LDX CHANNEL GET CHANNEL 

1390 LDA #11 SET COMMAND 

1400 STA fOCB^2.X FOR 'PUT 

1410 LDA TXTTAB.Y GET TEXT 

1420 STA IOCB+4.X ADDRESS 

1430 LDA TXTTAB+1.Y 

1440 STA IOCB+5,X 


1450 LDA TXTTAB+2.Y GET TEXT 

1460 STA IOCB+8 r X LENGTH 

1470 LDATXTTA8+3.Y 

1480 STA IOCB+9,X 

1490 JSR CIOV EXECUTE PRINT 

1500 RTS EXIT 

1510 ; 

1520 COLOR STA ATACHR COLOUR A' 

1530 RTS 
1540 ; 

1550 FILCQL STA FILDAT FILL COLOUR 
1560 RTS 

1570 ; 

1580 PLOT INY PLOT X,Y 
1500 STY OLDROW 
1600 STX OLDCOL 
1610 STA QLDCOL+t 
1620 DEY 
1630 ; 

1640 DRAWTO JSR POSITION DRAWTO X Y 
1650 LDA #17 
1660 JMP EXECUTE 
1670; 

1680 FILL JSR POSITION FILL 
1690 LDA #18 
1700 ; 

1710 EXECUTE LDX CHANNEL DO 

COMMAND 

1720 STA IGCB+2.X 

1730 JSR CIOV 

1740 RTS 

1750 ; 

1760 LOCATE JSR POSITION GET PIXEL 

1770 LDX CHANNEL COLOUR 

1780 LDA #7 AT X,Y 

1790 STA fGCB+2 h X ANSWER IN 

1800 LDA #ATACHR&255 ATACHR 

1810 STA IOCB+4.X 

1620 LDA # AT AC HR/256 

1830 STA IOCB+5.X 

1840 LDA #1 

1850 STA IOCB+8.X 

1860 LDA#0 

1870 STA IOCB+9,X 

1880 JSR CIOV 

1890 RTS 

1900 ; 

1910 .END END OF PROGRAM 
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NOCLR - 0 dear screen, 32 no clear screen 
and MODE - (0 to 15) screen format 

Of 

CLOSE #CHANNEL 

XIO 3 P #CHANNEL,READ+WRITE+TEXT+ 
NOCLR, MODELS:" 

XIO 3 is the same as the OPEN command. All 
variables are as shown in Ihe example above, 

BASIC uses channel 6 for most of its 
graphics commands, the exceptions being 
either a GRAPII1CS 0 screen or the text win¬ 
dow, The last two examples show that Lhc 
Atari uses the inpUl/outpUt Control blocks 
(IOCBs] to execute most of the graphics com¬ 
mands that are available in BASIC, 

Once a screen is initiated you no doubt will 
wish to write graphics and text to it. Check 
out die BASIC program, PROGRAM 1, which 
draws a coloured triangle on a graphics 3 
screen with a text window, dien cycles the 
centre pixel through tire four playfield 
colours. 

NOW THE SAME 
THING IN 
MACHINE CODE 

In machine code it would look like program 
2. It looks quite frightening but you should be 
able to pick out the equivalent routines for 
the graphics statements. Notice that there is a 
separate position command for the text win¬ 
dow. This only applies In the split screen 
mode. 

If during the execution of a graphics com¬ 
mand an error occurs, say the cursor is out of 
bounds, then the negative flag of the proces- 
sor is set and the X register is set to Lhc error 
code of the fault as described in the BASIC 


TEXTPRO MACROS 

continued 

first <=> it sees In the pair. Well, in fact, that 
Is exactly what it is doing. So you would need 
to put a dummy character before the double 
<=>. [OPTION] [+1 die dummy character 
would actually type the second <=> in the 
editor and then, execute the first <=> macro 
command, so 1 would use a difficult-to-type 
dummy key like [ESC1 _|$ELECT}_ 
[SHlFTjJ+J (inverse backslash]. 

This is just a theoretical discussion but it 
shows how the logic of macro execution 
operates. 

NEXT TIME... 

In the next Instalment I'll give you some excit¬ 
ing examples which bring together all we have 
leamt so far. 

Tills article ortried!y appeared in the U.S, 
magazine Current Notes which, alas, no longer 
caters for the Atari Classic ♦ 

reference manual. The processor will exit the 
routine and, in my example, stop at the line 
called ERROR 

Assemble and execute the program using 
either the Macro assembler or the Assembler/ 
editor cartridge, You should see exactly the 
same picture as with the BASIC program. 
Modify a few of the coordinates to get a feel for 
the program then you may progress to more 
complex shapes, say an octagon! 

You will notice that the print routine uses a 
table that holds pointers to the text and the 
length of the text. So to print a line of text 
which may be Lhc 'nth - entry In the program 
set lhc TT register to n x 4 and execute the 
PRINT routine. The graphic PLOT and DF4AW- 
TO commands can be adapted to be table 
driven. The programming possibilities are 
almost endless. 

I hope you find this article useful and maybe 
well see some of your programs in future 
issues. • 
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programming 

TWO MACHINE CODE 

MONITORS 


Machine code 
programmers are 
always looking for 
ways to make 
their program- 
ming tasks easier. 
Here H, S. Wood 
presents a couple 
of utilities that 
could bejtist the 
job 


W Fhen one Intends to program in 
Machine Code or Assembly Lan- 
■ guage (the two are not tire same] 
then a Monitor Is essential. Such a Monitor 
allows assembled code to be examined and 
run. It will allow the program Id be stopped at 
preset Break Points so that registers etc. can 
be examined and it will allow the program to 
be restarted as If nothing had happened. In 
other words a program can be ’debugged". 
The two programs on this issues's disk, 
MONITOR4.CMD and MQNMAIN3.CMD, cany 
out the above tasks. These Monitors are 
based upon the extended Monitor supplied in 
1979 with the UK.101 Kit computer but they 
are considerably more useful and arc suitable 
for the ATARI s'bit BOOXL and 130XE. 


DOUBLING UP 

Why are there two almost identical prog¬ 
rams? Well It is a question of location in 
memory. Both programs are 2K bytes long, 
but while MONTTOR4 Is located at $8800 to 
$9000, MON MAIN 3 is under the Basic ROM 
at$A000 to A800. Each is independent of the 


other and can be used singly or both may be 
in memory at the same time. 

If you want to examine the Basic ROM then 
you must use MON1TOR4 but If you want to 
use locations $8800 to $9000 then you must 
use MONMAIN3. 
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MONITGR4.CMD, once loaded can be ac¬ 
cessed from Basic by the command 

G=USR(34816). To exit press RESET, 

MGNMAIN3.CMD cannot be accessed direct* 
ly from Basic because it uses the Basic 
addresses. 'Ihis is overcome,by the use of a 
short routine (9 bytes) which is placed at 
S9C0£) - the start of screen'memoTy. From 
Basic G=USR(39936) will access MGNMAIN3 
and RESET will exit back to Basic. However, if 
you are using Graphics screens, then this 
‘access routine’ will be overwritten. You over¬ 
come this by writing the 9 bytes somewhere 
else In memory (such as page 6), A short 
Basie routine can install these 9 bytes. Use 
MONMAIN3 to see the 9 bytes so that you can 
copy them. 

Note also that MONMAIN3.CMD has a load¬ 
ing routine which switches off Basic when the 
program is Loaded from disk. This loading 
routine will overwrite some memory but is not 
used after loading is complete. To prevent 
problems MGNMATN3.CMD should be loaded 
at the start of a session if it is to be used. 

HOW TO USE 
THE MONITORS 

Both Monitors are identical In operation and 
Keys A. B. to Z control the functions. SHIFT ® 
and SHIR 2 are also used, 

When a key is pressed It must be followed by 
other Input. Most keys expect an address 
(addr) In HEX but some keys need a number 
1 to 8 * i.e. Bl E5 etc. 

The CPU registers are displayed as you 
would expect with keys AX Y P and K, 

P is the 'flags' register while K is the LSUyte oT 
the Stack Pointer (the MSByte is always $01), 
Key I will display all CPU registers together. 
Key Q Oddf will display one screen full of 


disassembled code starting at 'address’. Key J 
will show the next screenful, and key 2 will 
show the next commands one at a time. 9E~ 
TU&N will exit this function. 

SHIR @ addrwill display the byte at 
address’. This byte may be changed by enter¬ 
ing a new value and key J will go to the next 
address, RETURN will exit. ShIr ® can be 
used to enter Machine Code routines by hand 
if required. Be careful not to change Monitor 
locations. 

One of the most important functions is to 
Run a program to find out why it does not 
work as you intended. The program must be 
in memory at a known address and keys B C 
EGI are vised a? follows:- 
Decide where you would like the program to 
stop. Press B followed by a number 1 to S 
followed by the address. Press T and the 
addresses of the Break Points (BP’s) will list 
out. Unused HP’s will be SFFFF but the ones 
you have set will display their addresscs. 

Ifyou are not satisfied with the BP’s you 
have set press El (or the number you entered) 
and that UP will be eliminated. Press Return 
to exit. Up to eight BP’s can be set so that 
they will operate as the program reaches their 
addresses. 

Next enter G QCtdF (where ’address’ is the 
start of the program) followed by Return, The 
program will stop at the HP and print out the 
address and ail the CPU registers. The regis¬ 
ter values can be changed or oLher parts of 
the routine can be changed. When you arc 
satisfied enter C to continue. In this way a 
program s progress can be followed through 
and any errors should be found, 

NOTE to change a register, press its name (A 
etc,) and enter the new value. Press RETURN, 

To calculate values in HEX press H as 
fo I lows: - 

H number number* -answer - you enter the 
two values of’number’ and the + (which may 
be - “or /). The comma, the - and answer' 
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are printed by the MONITOR 

To load a disk sector from drive 1 to Page 6 
enter L sector where sector’ is the sector 
number in HEX Next enter D 0600,0680 and 
the sector values will be Dumped on the 
screen. Alternatively Q may be used to pro¬ 
vide an assembly listing. I.e. Q 0600. 

As mentioned above entering D addroddf 
will Dump the code from the first address to 
the second on to the screen. The screen will 
scroll so you might need to use CONTROL 1 
to stop it. 

Key F Is a FILL, Press F addf.addf =by tc (the 
Monitor inserts the comma and the equal] . 
Memory from the first address to the second 
will be filled with byte. This is a good way to 
clear memory by using byte=00. 

Keys M and R behave similarly, M copies a 
block of data while R relocates a copy of a 
block of data. The original data is unchanged 
unless it is overlapped by the block limits, 

1’he data Relocated will have Its codes 
changed so that it will RUN at the new 
address. Mow only moves the data. 

R addt-addr (, addr2 will Relocate from 
'address’ to a block starting at address 1 and 
ending at address2. The equal sign and the 
comma are put in the line by ihc Monitor- 

Keys N and W behave similarly. N searches 
for a sequence of bytes [from one to eight) 
while W searches for a string of ASCII diame¬ 
ters (1 to 8). The entries are:- 
N byte byte ~ byte xaddroddr 
W string >addr t addr 

The greater than sign >’ has to be entered 

Mruur^ vai ^ ues have been put In but the 
UN] FOR enters lhe comma The MONITOR 
seal eh from the first address to the 
^ ^ c,r a R ^tch. When a match Is found, 
ress of the first character and its value 


is put on the screen where it can be changed 
if required. Using key J steps through the 
memory. Return will return to MONITOR. 

SHIFT 2 will display the ASCII value of the 
character for the value shown when using 
SHIFT # or the N and W functions. 


SPARE KEYS 

WARNING although addresses are given 
below for MONMAIN3.CMD It is recommended 
that if these are used it is only on a temporary 
basis. This is because MONMAlN3.CMD lias a 
loading routine and if it is re-saved it will not 
load again. In any case it is important that 
only copies of these MONITORS are modified. 

Keys O S U and V are not used by MONITOR 
and can be set to point to a User routine if 
required, The addresses arc as follows:- 


KEY 

MON4 

MQN3 

O 

$897E/F 

$A 17E/F 

S 

$8986/7 

SA186/7 

u 

$898A/E 

M18A/B 

V 

S898C/D 

$A1BC/D 


To put an address in the above locations (say 
Key O) press SHIFT @ 897E. Enter the LSByte 
of the address* Press J and enter the MSByte. 
Press Return. Check using Q 897E, Future 
presses of key O will run the routine at the 
entered address. If you put 9F (LSByte) and 
17 (MSByte] then KEYO will go to DOS, 

If the change is to be permanent 
(MQNITOR4.CMD only) then the MONITOR 
must be saved using DOS. Use a different 
number to identify the changed program. 

The tiro programs mentioned in 
this article are on this issue's 
disfc ready to run. They are not 
available as a type-in listing. * 
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& ACCESS* 

0. 

tystic® | 

I DISKS ... I 

DISKS... 1 


I 


NIBBLER 

Slinking thFOugb an unknown land Nibbler fines himself 
Hi an iridescent world or constant change As time grows 
then he t*d)f grows longer and he risks running rite 
htmself Cari he survivs’ 5 

CLOSEOUT PRICE 50 p plus sop p&p 

RAMPAGE 

It's rough and tumble all the way as you control three 
incredibly nasty characters wtucjn Pear a remarkable 
resemblance lo King Kong. Godina and Wotr-man 
through an orgy of destruction in Chicago, New York 
a no San Francisco You have 150 days ol destruction in 
50 dilte r ent cities Time tor some revenge! 

CLOSEOUT PRICE £ 1*00 piu$ 70 p p&p 


DRUID 

Another classic In which, as Last of the Greai Druids, 
you wander through the Dungeons 01 Acamanior wdh 
your mighty Golem by you* side on a Quasi to destroy 
Ihe lour demon princes As you delve deeper into 1 he 
dungeons you will find chesls coma.mg spe Is ol Fo r - 
midable power load you and: Pentagrams of Life which 
will heal and revitalise you Excellent graphics and su¬ 
perb gameplay make this one ot ihe best arcade games 

CLOSEOUT PRICE £1 *00 plus Top p&p 

MAXWELL’S DEMON 

A simple yel challenging puzzle game which will gel you 
tonally addicted Two games in one tor double the tun 

CLOSEOUT PRICE 50 p plus so-p p&p 


CASSETTES 


LANCELOT 

Level 9 recreate the time of wizards and The Knights of 
the Round Taibte in a three pan adventure spanning the 
complete saga ol Ihe quest lor the Holy Grail Superbly 
researched and superbly written this text adventure is 
full ol aimo&phare and highly recommended 

CLOSEOUT PRICE £1.00 pius9Q f >p*p 

JUGGLE’S HOUSE 

Another neat program tor 3 to 6 year olds leaebin g ihe 
concepts of inside, outside, upper and lower with Jug¬ 
gle s house and toyshop 

CLOSEOUT PRICE £1.00 pu» ropptp 


LAST FEW ROMS 


POLE POSITION Ohinim 

CLOSEOUT PRICE £1.50 plus 7«p p&p 

BASIC CARTRIDGE 

Some programs, especially some eary public domain 
programs won'! run on the JCL/XE. Out they will if you 
ptug m the old version of Sasic 

CLOSEOUT PRICE £1.00 plus 7Qp p&p 

DESIGNERS PENCIL 

A new programing language thai e based around ihe 
creation of graphics screens Offload 10 explain but 
worth a go at this price! 

CLOSEOUT PRICE £1.00 plus 70p p&p 




BATTALION COMMANDER 

An exciting reaf-trme tactical game with you as lieute¬ 
nant colonel in charge ol an enlire armoured battalion 
Choose from livediftoreni scenarios Irom a 1 raiding 
mission ag&insl a Soviet tank battalion to tough assign¬ 
ments against Ihe Chinese You can adjust the reialive 
strengths or your forces and the opposition and choose 
from 40 different maps and Sdiiterent scenarios 

CLOSEOUT PRICE £1.00 plus /op p&p 


Transfer these 
cassettes to disk! 

TRANSDISK IV 

is still available 

Tells you How to transfer the soft- 
uKire shown opposite - but you can 
do many more - over 300 programs 
successfully transferred! 

TRANSDISK IS NOW ONLY £9.95 

(previously 

AVAIALABLE ONLY FROM PAGE 6 


(5's JVeui .Atari User 


Your choice of 

any 5 cassettes for £1.50 plus sop p&p 
any 10 cassettes for £2.00 plus £1.20 p&p 


iso s 

Eight opponents, digitised speech, two 
player opiion tve joystick control, full 
rnaiehplay soaring superb playabiliy 

bomb fusion ✓ 

A teiiG'isi gang has planted bombs in 
me IMuclaar Processing Plant ant) you 
have to go m to save me plant 


10$ ANGELES SWAT J* REVENGE II ✓ 


Rescue the hostages from the terrorist 
gangs holding oui n Wesl L A Clean 
up the Streets Blew away Ihe bad guys 

MASTER CHESS ^ 

An excellent chess simulation with all 
the correct moves vanous openings in 
fact everything to keep you challenged 


despatch rider s milk race 


join the grcwing band ol street demons 
who terrify the population ot the big 
alies 10 get the parcels through . 

FEUD X 

You must “out-spef your rival Wizard 
Tread caretuly as tbange thirds can 
happen in this game of magic 

FOOTBALL MANAGER 

Everything you might want in a man 
agenaj simulation Tar too many da¬ 
turas !□ describe, but you won't be dis¬ 
appointed 

GHOSTBUSTERS ^ 

At this very moment hundreds Of ghosts 
are making Their way to the inlameus 
spook Centra! Qmly you can save the 
world from disaster 

GUN LAW 

Four months or bloody alien attack® 
have taken their toll You ate left to fight 
alone aga nsr rutihles; and bloodthirsty 
Kiiera with jusi a single machine gun 

HENRY’S HOUSE ✓ 

Little l-tonry has Shrunk and must navi¬ 
gate h e way through the royal house¬ 
hold to ird ihe cure Voted ono of die 
all i<me g reat games 

INVASION ✓ 

Mobiles your unis and prepare tor bat¬ 
tle Ths alt action space conflict re¬ 
quires sy, strategy and tactas, 

kikstart ^ 

The uhimate off-road rmiortjke scram- 
bte Gutde your rider Over the obstacles 
■ mrs greai game for 1 Or I players 


Cycling t r Q0Q mates is no mean feat - 
and you could end op feelmg pretty 
exhausted by the time you Ye finished 

MR DIG ' S 

An dd favourite in whch Mr On has lo 
dig for hidden food supplies in the 
’Mean*’ territory below ground 

NINJA ^ 

Blasts Ihe belt oft all other nwlial arts 
games! 1 It says on the imay f Someone 
sure reckons this is the besl punching, 
kicking . ducking and diving game of ail 

ON CUE 

A challenging real life simulation which 
combines Pod and Snooker on the 
seme cassette An absolute rmci for 
both enthusiasts and beginners alike 

PANTHER ^ 

Save Ihe la.il human; gn Xenon Take 
your ground attack shp through ihls 3D 
scrolling mega shoot-sm-up wuh, gran: 
graphics and urtelievablfi soundtrack 

PENG-ON 

Can you save Penguin Willy from the 
Ferocious mutant sea Ikpns.^ SSun them, 
by knocking them aga nst the walls or 
crush them with sWx»g ce btocks 

PLASTRON 1 / 

Take your place m a small band <rf 
pirates out to steal fossil fuels Pom the 
biggest corporation in tha galaxy 

PROTECTOR ^ 

Assigned to the US Army Keiioopier 
Training School your aim is to become 
the best chopper pisot in the Wasf 


The Mutated 90 foot high lucei spiting 
deaLh camels have rebelled aga nst 
their captors the Zryarians and are out 
tor revenge 1 A Jeff M "iler Classic 

ROCKFORD ^ 

The only true arcade version of toe 
classic game Boo derdastv Explore 4 
levels on each of 5 different worlds 

SIDEWINDER 11 

h is £7 years since the final battle od the 
war with the a-iens. AH this is aboul to 
change Step aboard your craft lo de¬ 
fend mankind in Ihis spwee blast 

SPEED HAWK 

Defend ihe rng worlds of your solar 
system from space p»ates And her ol 
the great space games 

SPEED ZONE ✓ 

Enter the Speedzone m a frantic de¬ 
fence aga-rst aken feces A survey 
ship comes uncta* artack and your' 
"Siarfire* class attack craft is launched 

STAR RAIDERS ^ 

What mere can be said Probably the 


TAIL OF BETA LYRAE ^ 

Our A-Z ef Alan Software senes says 
"The ultimate 'Scfarrtjle' done with su¬ 
perb graphics end music.' 

TWILIGHT WORLDS 

Equipped with the iaiesl ii anti-gravity 
pods and Laser weaponry, bah te you r 
way through each of eleven dungeons 

UNIVERSAL HERG^ 

Only seven seconds tell to save the 
planed Universal Here has to save his 
skin and everybody else S by finding 
bits to repair « shuttle 

TRANSDISK TV 
shows you how to 
transfer these to disk! 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 01785 241153 USING ACCESS OR VISA 
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PROGRAMMING 




Atari Basic is one 
of the best Basics 
of aU but there are 
areas that could 
be improved. John 
Foskett has found 
a way to add a 
simple command 
that can save a 
great deal of time 


T here are times when writing even a 

simple program where it Is necessary 
to calculate the high/low bytes of an 
address such as when using custom display 
lists, interrupts, etc. and Tuibo BASIC has 
two commands which simplify tills problem. 
Anybody who programs in Turbo BASIC will 
be aware of its double poke [DPOKE) and 

56 



double peek [DPEEK] commands which eases 
this process by accessing the stated location 
and the following location together at the 
same time, doing the calculations for you 
automatically. 

As an example, consider the following two 
comparisons, firstly when finding the address 
of the display list .... 

Using Atari BASIC,,,, 

100 DL=PEEK(5G0)+256*PEEK(S61} 

But in Turbo BASIC, it is simply .... 

100 DL=DPEEK(560) 

Secondly when finding the address of, for 
example, a display list interrupt string (DLIS) 
and setting the vector to point it,,,. 

Using Atari BASIC the routine is,.,, 

100 J=ADR(DLJ$} 

110 HMNT(l/256) 

120 LO=l-H 1*256 
130 POKE 512,10 
140 POKE 513, HI 

But in Turbo BASIC, it is simply .... 

100 DPOKE 512 r ADR(DL($) 

The routine presented here performs both 
the DPOKE and DPEEK functions for Atari 
BASIC, automatically selecting which is re¬ 
quired. The routine also performs a normal 
single POKE as well, the DPOKE function 
again automatically determining which is re¬ 
quired. Also the routine is multi,-function and 
will perform as many POKEs and DPOKEs in 


USING THE ROUTINE 

The function of the routine is determined by 
the number of parameters used in the call. 
When used with only one parameter, an 
address, the routine performs the DPEEK 
function returning the combined contents of 
the specified location and the location which 
follows to BASIC- When used with any num¬ 
ber of pairs of parameters, the routine per- 
fonns the multi-POKE/DPOKE function by 
POKEing (or DPOKElng) the address para¬ 
meters which is tiie first of each pair with the 
value of the parameters which follow, that Is 
the second parameter of each pair, llhe 
routine will perform a minimum of one POKE 
or DPOKE function using two parameters, an 
address and a value and the maximum is 
limited by the number of parameters that can 
be included in the call. Apart from using a 
single parameter for ihe DPEEK function, the 
routine must be used with an even number of 
parameters otherwise a crash may occur. 


To clarify haw the routine is used fir DPEEK 
(double PEEK). 

Jn tills example, for finding the address of 
the display list.... 

DUST-USR(ADR(DPK$hS60) 

(Note the use of ONE parameter} 

The equivalent in Turbo BASEC Is .... 

D LIST=D P E E K(560) 
or the equivalent in Atari BASIC.... 
DUST=PEEK(560J+£56‘PEEK(5G1) 

To clarify how the routine is used Jor DPOKE 
(double POKE},,.. 

This example demonstrates using the 
routine to set the display list address vector 
to point to page 6 (1536),... 

I=USR(ADR(DPKS),560,1536) 
lNote the use of TWO parameters) 

The equivalent In Turbo BASIC Is.... 

DPOKE 560,1536 


any combination as required in one operation. 
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; MULTI POKE/DPOKE/DPEEK 

; lot Atari BASIC 
; Version l Jan'96 
; Written by John Foskett 


l Define Labels 
ADDLO = 203 
ADDHI - 204 
VALHII = 205 

- Stad ol Code 
PLA 
CMP #i 
BEQ DPEEK 
> E/D POKE 
tax 


LOOP 
LDY #0 
PLA 

STA ADDHI 
FLA 

STA ADDLO 
PLA 

STA VALHI 
PU 

STA (ADDLO),Y 
LDA VALHI 
BEQ SINGLE 
INY 

STA (ADDLO),Y 
SINGLE 
DEX 
DEX 


BNELOOP 
RTS 

;DPEEK 
DPEEK 
PLA 

STA ADDHI 
PLA 

STA ADDLO 
LD Y #0 

LDA (ADDLO),Y 
STA £12 
INY 

LDA (ADDLO),Y 
STA 213 
RTS 
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nr le reh xxxxxxxxxxxxxxxxxxxxxxxxxxxxxx 

IT 26 REH * MULTI-POKE/PPQKE/DPEE K X 
1H 36 REM X A MACHINE CODE ROUTINE X 
ETT 4> REM K FOR use mith atari basic X 
CU 56 REM X WITH DEMONSTRATION PROGRAM X 

CV 66 REM I-X 

CC 7* REH X BY JOM FOSKETT JfN'94 X 
RE 66 REH I FOR NEW ATARI USER X 
IG 96 REM XXXXIXXXXXXXXXIXXXXXXiXXXXXXXX 
UR 166 DIM WWT58) 

AQ III DPMs'hKAIi)!ESC,ESCAPE]X_I,lh<E> 
U<E)Rji(E?MR<fl)CJtic)H(fl) KJJPa 
t.TKDLhCEJjft,I1K<E/TH1K<E;U[.3 

BQ 129 REH 
QS 131 REM 

FU 140 REH DEMONSTRATE PROGRAM 
m 150 GRAPHICS 0iPOKE U,64:POKE 53774,6 
4 

Of m RESTORE 360iFOR >0 TO ISjREAD J;P 
DKE 1536+1,JiNEXT I 

JT 171 REM Get Display list DFEEK(5A0) 

KP 181 DLI5T=USR(ADRCDPfft) ,561) 

NU 190 REM Hulti-PQKE/DPOKE 
FL 7iB I=USR(AOfl(DPK$),DLI5T+27,139,512,1 
536,54286,192,752,1) 

AE 210 REM Find & DPQKE Randon Nuiber 
m 220 R=INT<RND<G)165280)+256:I=USR<ADRC 
0PK4>,709 r R> 

LG 230 POSITION 1,0j? “HULTl-POKE/DPOKE/D 
PEEK FOR Aim BASIC 1 i? "[ESC,TAG) 

Underline ; INVERSE CHARACTERS * [ ] s CONTROL + 


or the equivalent In Atari BASIC*,.. 

POKE 56O,0:PGKE 561,6, but if the address 
was that of a string, then the Lo.'Hi bytes would 
have to be calculated first as previously de¬ 
scribed. 

To clarify hou: ifu? routine is used for multiple 
POKE/DF^OKE functions .... 

I >USR(A DH{ DPK$}.54286 0,512, A D Ft( D L! $) p 
548. A D R (VB1$ j ,54286,192. 560.1536,82,0.752,1J 


[ESC.TABMITTEN BY*:? ‘CESCJAG1 
[ESC,TAB1 [ESC,LEFT 3 J 0H1 FOSKETT 1 

HD 240 ? i? * SAME AS TURBOS OFDKE 
DPEEK ^ WITH MULT]-FUNCTION FAC 
ILITIES" 

UN 258 ? :? B ln this dsioftstration progra 
n, the 2 colour registers 709 It 710 a 
re being 1 

08 260 ? "DPOKEd with a rindcn nunber bet 
uefi 256 and 45535 (inclusive) using 

AP 278 9 :9 1 1ESC,TABT1=USR(ADR(DFK6>,719 
.'jRi'}’!? :9 ’As 4 result..,. 1 

XY 266 ? , P£EK(799)=*;PEEK(7I9T[* ind PEE 
K(71«>=’;PEEK(71B> 

UA 296 9 i? ‘Using this routine for DPEEK 
PRINT USR(ADR<DPW) ,799) = 

■ . 

HA 366 REM Print 0PEEK(767) 

YH 316 9 l)SR(AOR(DPKt) ,769) 

NF 326 9 i9 'The machine code routine is 
also used in setting up this demo prog 
ram. See 1 

CT 336 ? 'lines 186, 266, 229 and 316.’:9 
’[ESC JABIPRESS START TO RUN AGAIN’ 

BA 346 ON PEEK(5327?>04 GOTO 346:RUN 

UA 356 REH DL1 Data 

HP 346 DATA 72,149,16,141,16,212,141,23,2 
IB,149,148,141,24,268,164,44 


CHARACTER! •< > = INVERSE CONTROL + CHARACTER 


The above shows a typical use for t he routlrrt 
where several POKEs and DI*QKEs are perfor¬ 
med at the same time. The equivalent {in 
Turbo BASIC) is..., 

POKE 54286,0 

DPQKE $12,ADR[DLI$) (DLI as a string) 
DPOKE 548,ADR(VBI$) (VBI as a string) 
POKE 54286,192 
DPQKE 580,1536 
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U lS reh xxxxxxxxxxxxxxxxxxxxxixxxxxx 
2i REM X MULTI-PGKE/DPOKE/DPEEK X 
a] 36 REM X MACHINE CODE ROUTINE X 

no 46 REN X CHARACTER STRING WRITER X 
Yi 51 REM X BY JOW FOSKETT f£B'94 X 
Mf 41 REM XIXXIXXXXIXXXXXXXXXXXXXXXXXX 
f] 71 GRAPHICS 8:POKE 14,44!P0K£ 53774,44 
■DIM F6< 14) iF^'DiSIRlNGAST 1 
KF si POKE 752,ti? !? ’CHARACTER STRING M 
RITER'iT i9 ’PRESS SIM TO BEGIM’ 
n 91 IH PEEK(53279)04 GOTO 98 i 9 :9 ‘MRI 
TING TO DISK - PLEASE MATT'[RESTORE :0 
PEN tl,B,B,F6 

IH 111 REM Write MC String 
BD til 9 llj* 118DPK6=’;CHW(34)[ 

«U26 READ J:1F J<6 THEN 156 
XY 131 9 lljCHM(J) ;;GOTO 126 
G$ 148 REM End 

GZ 151 9 6I;CHR6<34) [CLOSE 11:9 i? 'FILE 
WRITTEN IN THE LIST FORMAT*;9 :9 ’FILE 
(««! ’jF8(3)[ESC,BELL]’ iEND 
EE 146 REM Machine Code Strina Data 
JC 178 DATA 164,281,1,241,27,171,146,6,11 
4,133,264,164,133,263,164,133,215,164, 
145,263,145,285,246,3,266,145,263,262 
PL 166 DATA 262,266,231,94,164,133,264,11 
4,133,263,146,6,177,263,133,212,266,17 
7,293,133,213,94,-t 


Undertine: INVERSE CHARACTERS - [ ] = CONTROL4 
CHARACTER ■< > : INVERSE CONTROL + CHARACTER 


looking USR statement was in your program 
even if they did manage to break into itt 

HOW THE ROUTINE 
WORKS 

The top part of the source code listing per¬ 
forms the POKE and DPOKE functions whilst 
the boLtom part of the listing performs the 
DPEEK function. The first action, of the 
routine is to remove die first parameter from 
the stack and use ft to determine whether & 
POKE/DPOKE or a DPEEK function is re¬ 
quired by comparing ft with the number one. 
If the value was one which means that only 
one parameter was used In the command, 
then control is passed to the DPEEK routine 
at the bottom of the listing otherwise a POKE 
or DPQKE function Is assumed. 

Both sections are described separately as 
follows .... 


This section basically forms a loop which 
actions the parameters in pairs, that is an 
address followed by a value. Prior to entering 
the loop, the number of parameters used in 


THE POKE/DPOKE SECTION 


POKE 82,0 
POKE 752,1 

The above shows a typical initialising proce- 
urc for setting up a custom display list, a 
1 and a DU, it also shows the left margin 
[ ~> c t to zero and the cursor being turned off. 
°^er advantage of the above is in prog- 
protection, If you were to use variables in 
than some of the constants and then 

wav^" protection in the normal 

110 <x ^ ^rould know what this weird 


the command (from the above mentioned 
comparison] is transferred into the X register 
using TAX. The loop first removes a pair of 
parameters from the stack, actions them and 
then decrements the X register using DEX 
twice [(hat is once for each parameter). It then 
follows that the X register contains a record of 
the number of parameters that remain on the 
stack at all Limes such that when the X regis¬ 
ter is zero which means that there are no 
more parameters on the stack, the routine Is 
exited via RTS otherwise the loop is repeated. 
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This forms a very flexible routine which en¬ 
ables any number of parameters to be used in 
the command so long as they are in pairs. 

In the loop the two parameters removed from 
the stack are stored in page zero addresses, 
Tire first parameter Elbe address) is stored in 
locations ADDLO and ADDHI in ihe normal 2 
byte lo/hl format which are defined at the top 
of the listing as locations 203 and 204, Any of 
the unused locations may be used for this 
purpose but they must be in page zero. The 
high byte of the second parameter (the value) 
is stored in location VALHI defined as location 
£05 at the top of the listing. Any unused 
location anywhere in HAM may be used for 
this purpose. There is no temporary storage 
for the low byte of the value parameter be¬ 
cause this is stored directly into the specified 
address using indirect indexed addressing. 

The accumulator is then loaded with the high 
byte of the value from VALHI which is then 
checked for zero using REQ and if found, 
access to the second memory location (speci¬ 
fied address plus one) is bypassed so that the 
routine actions a single POKE, If die contents 
of VALHI was not zero, then the original value 
of die parameter was greater than £55 and 
hence a double DPOKE is actioned instead, 
incrementing ihe Y register to enable access 
to the next location again via indirect indexed 
addressing. 

Note that if an ordinary single POKE is 
assumed because the value parameter is less 
than 256, then there is no access to the next 
address in sequence such that its contents 
remain unchanged. This is the only difference 
between the routine and Turbo BAS 1Cx 
DPOKE command where DPOKE actually 
does access the next memory location in 
sequence, loading it with a zero if the value is 
less the 256, Allowing the use of single POKES 
in this way was deemed to be more important 
because it allows the advantage of multi-func- 


THE DPEEK SECTION 

As previously stated, control is passed to 
this section whenever there is only one para¬ 
meter used in the USR command, This sec¬ 
tion first removes the parameter (the address 
for DPEEKJng) from the stack and stores it In 
the previously mentioned locations ADDLO 
and ADDHI. Next the Y register is zeroed to 
allow access to the specified address via in¬ 
direct indexed addressing the contents of 
which are stored in location 2 12, the low byte 
of the value to be returned to BASIC, The Y 
register is then incremented to allow access to 
the next location In sequence again via in¬ 
direct indexed addressing and its contents are 
stored in location 213, high byte of tire value 
to be returned to BASIC. The final value re¬ 
turned to BASIC is automatically calculated 
from the lo/hi bytes stored in locations 212 
and 213 by the floating point routines, 

THE DEMONSTRATION 
PROGRAM 

Ihe actual machine code routine is the 
string immediately below the REM header and 
ihe rest of the listing is the demonstration 
pregrain. 

The demonstration program shows how the 
routine is used by DPOKEing the two screen 
colour locations 709 and 710 with a random 
number between 256 and 65535. As a result 
the screen is coloured accordingly and the 
contents of the two individual locations are 
displayed on screen separately along with 
their combined value found by DPEEK, Note 
that the value found is always the same as 
the original random number. 

Please bear in mind that because the screen 


(ion, that is of combined PQKEs and DPOKEs. 
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MICRO DISCOUNT 

265 Chester Road, Streotly, West Midlands. B74 3EA. England 
Tel: 0121-353-5730 FAX: 0121-352-1663 
Intemstte-mall: 10l755.2443@compuserve.com 

NOWAVAUABLE 

Catalogue No. 18 - price £1.50 

40 pages of software and hardware 
including PC XFormer 3.5 on CD ROM 

+ 

the "POOL DISK" CD ROM 
containing 600Mb of PD software 


is randomly coloured, the brilliance of the 
characters may equal that of the screen itself 
resulting In a blank screen, Ihe program In¬ 
cludes a small DL1 routine to ensure that the 
bottom line of the screen is always visible for 
displaying Ore PRESS START prompt. 

Noie that the demonstration program uses 
this routine itself as follows .... 


locations 709/710 using .... 

I=HSR [ A DR{ D PK£) ,700, R) 

Line 310 prints the value found by DPBEKing 
location 709 using 

PRINT USR(ADR(DPK$),709) 


Line iqo gets the address of the display list 
by DPEEKJng thus .... 

Dl | ST~USR( A D R( D P K$) ,560) 


Line 200 performs multi-POKE/DPOKE func¬ 
tions using 

I =USR(A DR(D PK$},DLIST+£7 3 130,51 £, 

_ 1536, 54286 , 192,752,1) 

T his represents .... 

POKE DLIST+27,130 
DPOKE 512,1636 
POKE 54286,192 
POKE 752,1 

220 DPOKEs the random number Into 


TYPING THE MACHINE 
CODE STRING 

Because of the difficulty involved with typing 
machine codie strings, the second program 
has been Included to write the string for you 
from a bank of numeric data. Simply run the 
program and press START after which the 
string will be written to disk using the file 
name "STRING. LST" in the LIST format. It is 
then a simple matter to ENTER the string 
from disk, * 
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VAGABOND 


reviewed by Paul Rixon 


A new game? Well no, but It's a welcome 
addition to Micro Discount's unique 
range of imported titles. In common 
with many others, Vagabond for "Wloezykij" 
for those with linguistic talent) originates 
from Poland, The game was published by LK 
Avalon in 1993 and, judging by the shape of 
its glossy insert, was probably intended for 
circulation on tape. 

Thanks to the efforts of MD's interpreter, an 
English version of the story sheet is provided. 
We re told that Vagabond - an evidently 
cheerful green ‘blob' with blue arms, blue legs 
and a red nose - has returned home from a 
characteristically Idle wander and Is keen to 
get some rest. But his lackadaisical intentions 
are thwarted when a friendly alien knocks on 
Lhe front door (as they do?) and asks for help 
In retrieving the passengers of a stricken 
space ship. Hmm! 

This means, of course, that your job ts to 
help Vagabond jump onto platforms, collect 
passengers and steer clear of obligatory nas- 
lies. The lower two-thirds of the playfseld en¬ 
compass the side-on view of a colourful land¬ 
scape. This Incorporates platforms, clouds, 
trees, gates and similar forms of scene it 
which slide horizontally as your character 
strolls around. The upper screen portion dis¬ 
plays counters to represent the number of 
lives and passengers remaining. Tire re's also 
an cgg-Llmer so you won't be tempted to 
loiter. 

The joystick controls are straightforward* 
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Pushing left or right prompts Vagabond to 
walk in the corresponding direction, whilst an 
upwards push makes him jump - In a crazy, i 
head-over-heels fashion. As he leaps, you can 
make horizontal adjustments to improve the 
chances of a safe landing. Some nasties are 
static and must be avoided, but others are 
mobile and can be knocked out by a well- 
timed manoeuvre. There are no bonus points 
for aggressive behaviour, so it s probably wise 
to concentrate on the key task of rescuing 
helpless passengers, A specified quota must 
be found before you can access the following 
level. 

Vagabond benefits from a high standard of 
visual design. Music is also good, though fair¬ 
ly repetitive, and there's an alternative option 
of sound effects. Playability wise, (he first 
level is more demanding than some of the 
later ones - persevere and your confidence 
grows. Tire game could do with a highs core 
table or a level-password access system, but 
otherwise it must be recommended. 


Title; 

WLOCZYKIJ 


(VAGABOND) 

Publisher 

LK Avalon 

Supplier; 

Micro Discount 

Format: 

Disk 

Pile©: 

£4.00 
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fob sale 


FREE^SWAP* To a good home - 
rass&tte games 30+. Fraa to any¬ 
one in South Lines/Noith Cambs 
area else pay postage Jason Ken- 
dall 22 Sack Way. Thurlby, Lines 
PE10 0LE Tel 01776 426409 

MAGAZINES: I nave all lhe issues 
of ATARI USER magazine (Vol. 

V Ho i May 1985 K> Vol-4^0,7 
November 1960) in excellent condi¬ 
tion I am willing to sell them for 
any good price ofisred. II you are 
interested please let me know by 
mail or lax. Lappa* Nestor, P.O, 
Box 0656, GR-10Q 10 ATHENS, 
Greece. FAX No 0030 1 4923236 

SOFTWARE HARDWARE: Alan 

8-brt software & hardware - tape/ 
disk/ROM software; gomputor/prin- 
(er/tape OecKsj'disk drives, Send 
SAE for list and prices id Dan 
Raversiock, 199 Mackie Avenue, 
Patcfism, Brighton, East Sussex 
BN1 0SE w mil 01273 803630. 
Reasonable prices for individual 
items or bulk buys, Will consider 
swapping, 

XL SYSTEM; Atari S00XL, 1060 
diskdrive, toi0 tape deck, 1027 
primer. All with manuals and in 
working order with leads. Offers to 
0. Neal on 0117 9564642 


HARDWARE: 65XE computer, 
8Q0XL computer, 1029 printer, 

1027 LW printer. 1020 Printer/Plot- 
ter, TWO 1050 disk drives. XC12 
Daiaeorde*. 3 -oysticks All in per¬ 
fect working order and boxed with 
leads and manuals plus games on 
tapardisk and toads of utilities. £400 
the k>t. For details let. Geoff on 
01670 36406S after 7pm 


WANTED 


SOFTWARE WANTED: Disk, ROM 
or tape: Fruit Picking, Winter Olym¬ 
piad '60. Rally Speedway, Alien 
Bias!, Crossbow, A Day at The 
Races, any old APX stuff. Jason 
Kendall, 22 Beck Way. Thurlby, 
Lines PEtO OLE, Tel, 0177B 


SPEECH CHIP: Wanted Speech 
Synthesiser Chip No. SP0256. 
Phone George on 01606-76062 

SLINGSHOT; Original copy of 
Slingshot and Con Kit on tape or 
disk or Tfansdisked copy. Please 
write to Mr P Cote, 29 Frittenden 
Close, Stanhope, Ashford, Kent 
TN23 5SX 

THE TRUTH IS OUT THERE: Or 

maybe someone with a Supra Ham 
Drive and interlace unit to plug kilo 
a 13GXE. Or an interface to plug a 
thud party Hard Drive kino 1ha 
130XE or any technical help to 
achieve tfie above match. So make 
mry day and contact Paul Kovacs. 
17 Ingleby Moor Crescent, Firth- 
moor, Darlington. Co. Durham DL1 
4RW 


FREE TO SUBSCRIBERS 

The CONTACT column Is free of charge to subscribers who 
wish to sell their equipment or contact other readers. Space 
fe limited so we request that entries be kept as short as 
possible. Extremely long entries may be heavily edited or 
ignored Send your CONTACT notice on a separate sheet of 
paper (not as part of a leUetJ to; 

CONTACT, PAGE 6 PUBLISHING, STAFFORD, 3T16 1DR 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP 


PROGRAM LISTINGS 


Certain program listings which are too long to Include In the magazine may 
be obtained free of charge as printed listings to type in. All programs are, 
however, Included on the Issue Disk which is available with each Issue, 
Remember this disk also Includes BONDS PROGRAMS which do not appear 
in the magazine. If you would like the typerin listings please write or telephone 
indicating which listings you require. Please note that there are not necessarily 
extra listings for every magazine. 

Wr *te to LISTINGS, NEW ATARI USER* F.O* BOX 34, 
STAFFORD, ST16 1DR or telephone 01785 241153 
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